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8 Unique Superstar Fighting Styles j Featuring ECW 


, is 
Choose to fight as a high flyer, powerhouse, brawler, ie hig’ be 7 py tN ECW invades WWE SmackDown vs. Raw 2008 with a variety of 
hardcore, submission artist, technical, showman or dirty extreme Superstars, arenas and hardcore weapons. 


fighter. All with unique moves and special abilities. All-New Struggle Submission System 


New Pressure-based system allows players to decide how 
much pressure to apply using the right stick. 
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nguage ‘Available on PLAYSTATIONG3 and PlayStation®2 computer entertainment systems and PSP@PlayStation®Portabl) system, 
ive Them All World Wrestling Entertainment programming, talent names, images, likenesses, slogans, wrestling moves, and logos are the exclusive property of World Wrestling Entertainment, Inc. ECW is a trademark of WWE Libraries, Inc. 
All other trademarks, logos and copyrights are the property of ther respective owners, © 2007 World Wrestling Entertainment, nc ll Rights Reserved. 


(© 2007 THO/JAKKS Pacific, LLC. Used under exclusive license by THO/JAKKS Pacific, LLC. JAKKS Pacific and the JAKKS Pacific logo are trademarks of JAKKS Pacific, Inc. Developed by YUKE'S Co., Ltd. YUKE’S Co., Ltd. and its logo are trademarks 
and/or registered trademarks of YUKE'S Co., Ltd. THO and the THO logo are trademarks and/or registered trademarks of THO Inc. All Rights Reserved. All other trademarks, logos and copyrights are property of their respective owners. Microsoft, Xbox, 
‘Xbox 360 , Xbox LIVE and the Xbox logos are trademarks of the Microsoft group of companies. “PlayStation”, “PLAYSTATION', “PS” Family logo and “PSP” are registered trademarks of Sony Computer Entertainment Inc. Memory Stick Duo™ may be 
fequired (sold separately). PLAYSTATION 3 oniine access requires broadband Intemet service and a wireless access point or LAN. Certain limitations apply to Wi-Fi connectivity, User is responsible for Internet service fees. TM, ®, Nintendo DS, and 
‘the Wii logo are trademarks of Nintendo, © 2006 Nintendo. 
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www.smackdownvsraw.com 
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Enter a mystical world where a heroine is caught 
between survival and vengeance. With the 
Heavenly Sword, Nariko mercilessly eviscerates 
her enemies using three different sword stances. 
Soon youlll discover why no hero has been more deadly. 
And why vengeance has never been so beautiful. 





CELL 
BROADBAND 
ENGINE 


The Cell Broadband 
Engine allows you to 
encounter legions of 
enemies with their own 
individual, group and 
squad-based Al, ensuring 
that you'll never have the 
same experience twice. 


BLU-RAY 
DISC 


From high-resolution 
model data to count- 
less physics, Al and 
animation programs, 
the massive amount 
of data in Heavenly 
Sword is only deliver- 
able on Blu-ray. 
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| ngke’s Last Dance 
/ Do say sayonara to Snake, Hideo Kojima, or, 


oth? Metal Gear Solid 4: Guns of the Patriots; 
and Metal Gear Online are closing one chapter 
and opening up many more. Read all aboutit. 
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Sony’s Big Guns 
Killzone 2, Ratchet & Clank Future: 
Tools of Destruction, Uncharted, and 
a new and improved PSP are about to 
make believers out of everyone who 
still thinks the PS3 is a bust. 


GamerHelp: 
Heavenly Sword 


Nariko, oh, Nariko...how we yearn to unsheathe 
your Heavenly Sword, let loose your rapacious 
arrows, and kick your bleeding game's ass! 
This strategy guide shows you how to cut to the 
chase...and everything else. 
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iit Roper, CEO of Flagship Studios 
reveals what it's like to live in Hellgate. 





BackBreaker (PS3, XbOX 360)........ccccsceseteeeeeees 48 
Dragon Quest Monsters: Joker (DS)... 1) 
CTUlitclmn(clnemiiom Mele lclare rome) ma tore. 

(P53: XbOx:360; Wils: PS2) cst. siiiccdectuenncesscnsooseste 44 
RartRider(Pe ius cconc rca sicssiccnscaoens 48 
LEGO Star Wars: The Complete Saga 

(PSS X bore SEOs Wil DS) icciiavesasceserazescoecasussnaartne 50 
Midnight Club: Los Angeles (PS3, Xbox 360)....49 
Rock Band'(PS3;XDOX S60) icc ccc ccc ecco 44 
The Simpsons Game 

(PS3, Xbox 360, Wii, PS2, PSP, DS) ....... eee 46 
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Nine Reasons you're going to love 


Parting Shot 
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the “new” PlayStation Portable. 


Castlevania: 
The Dracula X Chronicles (PSP).............ccccceeeeeee 


Final Fantasy Tactics: 
The War-of the Lions:(PSP):is.cccccccscclsaecctiees 
Jackass: TNE GAMe (PSP) iiicccaeccssaecasesaccclvevsceace 


The Legend of Zelda: 
Phantom Hourglass (DS) 


Metroid Prime 3: Corruption (Wii)... eee 
MV SUS (VID ae eS siiecedaacchieceateokdesucseatauseeaseapes 
Skate: (MOON SEO) eae cai aaeesstotdevsceseatoasesunss 


This issue GamePro not only says sayo- 
nara to Solid Snake; we also say goodbye 
to Major Mike, Vicious Sid, Mr. Marbles, 
Ahoy and Avast, Dave MayCry, Tenacious 
Moses, and the Long-Haired Offender 
(among others). Now, you can say hello to 
Mike Weigand, Sid Shuman, Chris Morell, 
Tae K. Kim, Daven Rudden, Travis Mo- 
ses, and Patrick Shaw. While Snake will 
never be remembered as David, a.k.a. Ir- 
oquis Plisken, from this.issue forward the 
GamePro avatars will exist only in your 
memories...if you remember at all. 

This is not a case of persona non 
grata—it’s more like that was who we 
were, now this is who we are. 

After all, as is often said, what’s in a 
name? Most of us affectionately called 
them our “personas,” and they were born 
at a time (before email and hip hop went 
mass market) when arcade coin-ops (re- 
member those?) and many video games 
allowed you to record a name along with 
your high scores for all to see. 

Limited character counts often called 
for creative spelling and imaginative 
moniker-making (unless you settled for 
“AAA"), But once you keyboarded the 
perfect handle this persona became your 
cherished identity, a testament to your 
game-playing prowess for all time. Em- 
ulating a similar naming convention in a 
brand new magazine about video games 
was something fun, distinctive, and alittle 
edgy to help establish GamePro’s unique 
personality and set it apart from Brand X 
publications at that time. 

And it worked! 

So now in a world where gamers ev- 
erywhere are concocting create-a-player 
names, avatars, gamertags, user names, 
Miis, AIM Buddy handles, email IDs, not 
to mention bumping to a joint by their fa- 
vorite hip hop playas, GamePro’s doing 
the Big 180. 

Of course, maybe there’ll be some 
online editorializing, chest-thumping, 
and debate at the GamePro.com fo- 
rums before we sail into the sunset, so 
see you there in a few...whoever you are. 
Just remember that, personas or not, 
GamePro’s always been at its best when 
we’re all in it together: it will ever remain 
your magazine.—Brother Buzz a.k.a. Slo 
Mo a.k.a. The Man in Black a.k.a. Under- 
cover Lover a.k.a. Atomic Dog... 
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Naruto's! _TRANSEORMATION FROM baietwae 


SUB CONEY Becins)TH!s OCTOBER | 


F VILLAGE AND ITS SURROUNDING ENVIRON, 
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Neutralize oppone' wine rising new array of 
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Pi with uf to 8 players online and find ‘out who 
Be am jong fouls the master spy. 





Somewhere within the fears of your enemies lives the 
world’s deadliest Precision Strike Operative-Agent 
Gabe Logan. In this sequel to the critically acclaimed 
Syphon Filter*: Dark Mirror, Logan finds himself alone 
in a battle where no one can be trusted. He must fight 
his way through a world so full of betrayal it could only 
have come from the mind of best-selling writer, Greg 
Rucka. So get ready to discover why your enemies are 
afraid of the shadows. 
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The scenery in Ratchet & Clank Future is jaw dropping. 
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TIMESHIFT 


ENEMY TERRITORY: QUAKE WARS P33, Xz0x 360, PC 
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‘PROTOTYPE 


HELLGATE: LONDON 


STARCRAFT II 
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Shy 


We heard horror novelist-turned-video game baron Clive Barker 
had some kinky tastes...little did we know the horrible truth. 


(CLIVE BARKER’S JERICHO Ps 
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ARMY OF TWo 


THE GOLDEN COMPASS Ps3. MAss EFFECT 








OPENING SHOTS 


“Too HUMAN xzox 360 
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The bad news: Giant griffons. The good news: Giant hot wings! 


“LEGENDARY: THE Box P33, Xsox 360, PC 


“CIPHER COMPLEX PS3, Xzox 360 “BLACKSITE: AREA 51 Ps3, Xsox 360, PC 
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UNFURL STORIES OF THE GREAT ASIAN POWERS. 
DROWN YOUR ENEMIES IN A SEA OF RED. 
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Violence 


ESRB CONTENT RATING —www.esrb.org 
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“OVER 2.5 MILLION COPIES OF AGE OF EMPIRES Ill SOLD!” 





CHINA. JAPAN. INDIA. 
POWERFUL CIVILIZATIONS THAT HAVE STOOD THE 
TEST OF TIME. FIGHT TO MAKE THEM IMMORTAL. 
Unite Japan under the revered Tokugawa Shogun. Command China's 
Ming Dynasty fleets into untold treasures of the Americas. Stamp out 


colonial interlopers from atop a mighty war elephant in India. And prove 
that your place in history isn’t just another chapter. It's a whole new age. 


AGEOFEMPIRES3.COM 


for Windows 
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“| should shoot the ball. But damn, we've got sexy cheerleaders.” 


“NBA LIVE O8 ps3, xzox 360, Wu, PS2, PSP, PC 


SBD. TR ns ae = eee 


“THE SPIDERWICK CHRONICLES Xxox 360, Wii, PS2, DS, PC 


ei) SUTCEs daveb Uva ic(on caterer later lCelele-) c-lcclm stclan ml clnelclecMicm ey-lalatcte minelanmaliceellaatemanteiect pa crs 
Chester University in Pennsylvania...or so claims fellow East Coaster Vicious Sid. 


iy gba 


“ ek 


“ToNY HAWK’s PROVING GROUND p 








Sey VEY Fs 







Weapon of c 

The most powerful weapon in the game isn't in the game. Intense gaming 
starts with the Intel? Core™ 2 Extreme Quad-Core processor inside. 
Download the single player demo at wwwintel.com/go/gaming 






©2007, Inte! Corporation. All rights reserved. Intel, Intel logo and Intel Core are trademarks of Intel Corporation in the US. and other countries 
Hellgate™: London ©2007 Flagship Studios, Inc. All Riqh served. EAis a trademark or istered trademark of Electronic Arts inc. in the US. and/or other 
0 Studios, the Flagship Studios Logo, Hellgate” London and the Heligate”: London logo are trademarks and/or registered trademarks of 
Flagship Inc. thr ut the world. Licensed by NAMCO BANDA! Games America Inc. NAMCO BANDA! Games logo is a trademark of NAMCO BANDAI. 
All other trademarks, logos and copyrights are the property of their respective owners. 
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When an alien tyrant driven by hatred for Lombaxes attacks 
Ratchet and Clank’s home, the duo embarks on a mission to 
unlock one of the universe's biggest secrets. Their journey hurls 
them into vast, unexplored worlds, where Ratchet discovers 
that the mysteries of his past are the key to the galaxy’s future. 


SIXAXIS 
WIRELESS 
CONTROLLER 


Control Ratchet and his 
arsenal like never before 
as you guide his weapons 
to their targets, fly freely 
through expansive new 


worlds and outmaneuver 


ever-growing danger. 


HIGH- 
DEFINITION 
VISUALS* 


Explore a highly detailed 
world, where blockbuster 
graphics and cinematic 
camera angles combine to 
create a living, breathing 
galaxy rivaling today’s most 
sophisticated CGI movies. 
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Pick Your We Send Them Enjoy Games as Return a Game 
Games Online Straight to You Long as You Want and Get Another 
From Your List 
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With the iWear VR920 


For the first time ever, here's the virtual reality experience you crave.With iWear® VR920's breakthrough 
technology, you enter, explore and communicate within amazing 3D environments including 
World of Warcraft®, Second Life®, and Microsoft® Flight Simulator X.The lightweight Video Eyewear 
simulates a 62” screen at 9 feet and features full stereoscopic 3D, integrated head tracking, a built-in 
microphone and removable speakers. Go ahead - jack in and feed your head! 


For detailed specs and to purchase the iWear® VR920 visit www.vuzix.com ae 
BONUS: Receive a immersive light-shield. Just enter 36: The Answer i in the mee ee 
comments while placing your order online. 


THE NEW VIRTUAL REALITY WULZIX 


Copyright 2007 Vuzix Corporation (formerly Icuiti Corporation). All rights reserved. World of Warcraft®, Second Life® and Microsoft® Flight Simulator X 
are trademarks of Blizzard Entertainment Inc., Linden Research Inc. and Microsoft Corporation respectively. 












INSIDE SPAWN POINT 


New PSP... Page 28 
Gears of War Movie... Page 32 
Grand Theft Auto IV... Page 34 
< Alan Wake .. . Page 38 


High-level weapons, demonic realms, and a funny little 
rumor about a console port: Bill Roper, CEO of Flagship 
Studios, gives us a full update. 


GamePro: When multiple players form a party, what are some of the 
ways they can help each other survive or inflict extra damage? 

Bill Roper: There are several ways. The Templar can dive into battle and 
keep the attention of the Demons while his more fragile allies deal damage 
from mid- and long-range distances. Some classes have spell or skill 
effects that are global in nature. For example, anyone who attacks their 
target gains a benefit, such as doing increased damage, or doing more 
overall damage with a specific damage type. 


What are some particularly good combinations of character classes in 
multiplayer mode? 

We've had some fantastic times with multiple Summoners and Engineers, 
so that you amass somewhat of an army of minions overwhelming the 
battlefield. Also having a high damage character along with a class that 
is equipped for crowd control (Fear spells, HARP weapons, Electricity 
Fields) makes for some great game play. 


What is the highest-level weapon or armor in the entire game? The 
“Helm of Disintegration,” so to say, of Hellgate? 

Unlike a game such as World of Warcraft, there is no “highest level” item 
that trumps all else in the game. The beauty of our design is that you 
always have a chance to find something that better suits your character 
build or concept. The “best” item for my Guardian probably isn’t the 
“best” for your Guardian. 


Can you speak a bit about the Direct X10 special effects that will be in the 
game? How will these improve the visuals? 

Hellgate: London uses DX10’s power and flexibility to make possible 
many effects that are too slow or too complex for DX9. For example, our 
DX10 target has soft particles, motion blur, depth-of-field, and even real 
fluid-dynamics-simulated smoke and steam—all of which are running at 
the same time. 


Are there Acts, as there were in Diablo II? If so, how many? And what are 
the general setting descriptions for those Acts? 

We do have “acts” in the game, but they do not necessarily divide into 
distinct looks. The general settings are scattered both in and under London, 
as well as venturing into the realms of the Demons. 


Hellgate: London has a simple, easy-to-use interface and control scheme 
(like Diablo II). Does this mean it might be easy to transfer that to a con- 
sole controller? 


We take advantage of the PC control scheme (mouse and keyboard) for 
Hellgate: London pretty heavily. That being said, with the proper amount 
of work and attention, a version of Hellgate: London would probably be 
awesome on the consoles! 
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of handheld hardware to hit store shelves this holiday season. 


Here are nine of the biggest impro 





LCD Screen 
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The PSP's 4.3-inch LCD wide- 
screen is still the best in the 
handheld business. At a 480 x 
272 pixel resolution and 16.77 
million colors, PSP games al- 
ways look crisp and vibrant. 


The PSP-2000 comes equipped 
MVAndairemats\uvmellactendlelat-lmey-lemaar-ne 
feels more like a Sixaxis con- 
troller than an actual hand- 
held. It’s more comfortable, 
lave Manteo) acM acts) ele) alihce 


Recharge via USB 


USB recharging is the wave 
of the future; the new PSP still 
includes a standard AC wall 
larcigeliaremelalie 


SJhieliicim@ meena mac cele 


The new PSP-2000 is 19 percent 
thinner and 33 percent lighter— 
and that difference is instantly 
noticeable. It's light! 


Taalelge\Y(-reM =Jelacelary 


PNeatc\ wae ligcieiitelarelm ey-remivelelielame 
be complete without new but- 
tons. These also feel more com- 
fortable and responsive. 


Louder Speakers 


The speakers have been repo- 
yh ate) alciemine)aam tal-molelacelaame) meal 
unit to the top for better vol- 
Ulaatw-lalem-lelel(omeler-liiavA 
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Perhaps the biggest and best 
change. This new port allows 
WiolUmcomelUicoleimer-laal-\-me)] mage ics 
icomvcole | au AV a(ore}aalele)al-iai me) mere) gab 
posite cable) in 480p or 480i. 


Smooth Edges 
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(@rolnaley-iacye mcomeal-me)(el-1 muna lele(-1p 
the new PSP sports smooth, 
rounded edges. This increases 
comfort as well. 


New Wi-Fi Switch 


The switch for wireless net- 
working has been moved to 
idatcwice) ome) m dalomelaliuncem-\\,0)(eir-[on 
folfel-lanes] my vai colaliarep 
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The GamePro Fortune Teller has no patience for 
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/_ 
at 


official game reviews—the Tarot Cards tell all. be 
Consult the all-powerful Polygonus to see the ii 


future of this year’s biggest games. 


SPORE 
Release Date: 2008 // PC 


Playing God can lead to a hell of a lot of trouble. 
Believe Polygonus, he knows from experience. Al- 
most a deity himself in gaming development, Will 
Wright may have bitten off more than he can vir- 
tually chew on with this super-ambitious species 
simulator. While Polygonus’s all-seeing eyes have 
been impressed by what he’s been able to peep 
thus far, the massive delay for this game has put 
it out of the realm of an enthusiastic prediction. 
Deferring to Polygonus’s all-knowing Magic 8-Ball 
reveals: “Reply hazy, try again.” 

VERDICT: The massive 

delay for Spore has Ii 

Polygonus_ befuddled. 

Will a good thing come 

to those who wait? 


CARD: Limbo 
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SUPER STARDUST HD (PS3) 

Your only mission is to shoot everything. Haters 
will dismiss it as a Geometry Wars clone, but it’s a 
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KILLZONE 2 
Release Date: Early 2008 // PS3 


Killzone was once the jester of the FPS court. 
While it may have looked good, the gameplay 
was a joke among those who knew the genre. 
After the over-ambitious trailer at E? 2005, Kill- 
zone 2 was destined to become a forgotten fran- 
chise in the gaming graveyard. With the power 
of the Dutch behind it—it’s the country’s biggest 
media project ever that didn’t involve drugs, 
sex, or chocolate—Killzone 2 has amazingly re- 
versed its fortunes. Polygonus is pleasantly sur- 
prised with this game. 


VERDICT: Once a pau- 
per, the Killzone se- 
ries looks like it will be 
the Prince of the PS3 
masses. Even Polygo- 
nus didn’t see this one 
coming. 

CARD: The King 
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CARCASSONNE (XBox 360) 

Ada Tom dal-\iVmtchdlare mel ctomerele] (eM ol-M-voW-] ol-Yolge) late PE-lale| 
strategically rich? Even if you've never played the 
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GAMEPRO.COM 


SUCKS 


Le OR 2S 


RULES 


Changing the world, one insult at a time 
= Grand Theft Auto lV. We know you're dy- 
eS Tate cela talcmiles)aal-y4crel-lam-laliavallamaatcm (cle rs 
endary open-world series, but you're 
going to have to wait a little— okay, more like six 
months—longer. Take Two has announced that 
Rockstar’s opus isn’t coming until April 2008 at 
the earliest. SUCKS 
== Game Boy Advance. What started as 
a dumping ground for SNES reissues 
Co fUl (ei. hv ol=ier-laatow- Myo) item o)t-lacelenamiolai aiiicis 


2D RPGs and classic action. After more than 
yp @Vicie]e-Me) Me] cre} mole) ae-1o)(-Mer-laaliare pm hi ialcclale (ol ts 
quietly putting the system, and the Game Boy 
brand, out to pasture. SUCKS 


Sony. They deny any price cuts are com- 
ing. Days later, price cuts hit. They con- 
firm that rumble is coming to the Sixaxis, 
then deny the confirmation, then say they’re still 
considering it. It’s time to put the left hand and 
date ale]alaiar-lave me) amy ol-t-1.4lavemcclgaatcwme [Uh V{-pitel O01 a) 


RULES 


What’s better than saving the 

Vial NAcleciomane) anim alomexe]paicola ace) m cele] ami Nlale| 

room? Saving the universe with four pals 

online, via a kick-ass cooperative mode! Now 

all you need to decide is who gets to play as 

Master Chief, and who gets stuck in the rubber 
alien suits. RU! 


1S . Amazingly, the de- 

aS yalopinent Miparda behind the Ratchet & 

Clank series and Resistance: Fall of Man 

released a PS3 development archive with the 

lake) o-tom tar-) me) dal-lme(=\Vi-1 le) ol-lecmaalle lala oloialcvi aie) ae) 

their research and experience, resulting in bet- 
ter games for everyone. R! 


. ). Newly redesigned, and avail- 
=) able in black, silver, or a limited edition 
=~ white Star Wars model, this slick $170 
pocket widescreen is 33 percent lighter and 19 
percent thinner. Now if only there were more 
must-own games for the damn thing. R\ 
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plished in the real world, avoid this stellar game. 








The Locust Horde has emerged on the Windows’ platform. And they 
bring forward a new enemy to help them ravage whatever is left of 


mankind. The Brumak—a relentless, soulless'tower of terror. 


All is not lost. Three new multiplayer mags have-also been,ugeerthed, 
along with five new single-player chapters—whi¢h, means fnore 
battles, more story, and for Marcus Fenix and’ his squad’more chaos. 
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Blood and Gore 
Intense Violence 
Strong Language 
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GEARS OF WAR... B lps. 
THE Moviz?!? DIG 


“An epic sci-fi war and an enormous film,” Gears of War: The Movie is in the on GamePro.com 
making and GamePro has the first interview. PS3 FAILURE RATE Less 
THAN ONE PERCENT 


PS3 failure rates are “around .02 percent” 
according to Sony Computer Entertain- 
ment Europe founder, Chris Deering. 

By comparison, some reports 
pin Xbox 360 failure rates as high as one 
third of all consoles in existence. As a result, 
Microsoft extended the Xbox 360 warranty 
citing “an unacceptable number of repairs.” 


MICROSOFT PRICE Drops 
Microsoft drops prices on the Xbox 360 
by $50, quietly adds HDMI outputs to the 
Premium flavor, and drops the HD DVD ada- 
on to $179. Viva la price cuts! 

Prices drops are always nice, 
but Blu-ray continues to edge out HD DVD. 
Folks that bought the Elite unit solely for HDMI 
output now have good reason to be pissed. 


THE XBOX 360 READIES FOR 





HARD-DRIVE ONLY GAMES 

Stuart Beattie is best known as the man who turned Disney’s theme park ride, Pirates of the Carib- Microsoft announced that it would soon 
bean, into a script that launched a billion-dollar movie franchise. The scribe is currently working on allow MMO developers to require hard drive 
turning Epic Games’ Gears of War into a blockbuster film franchise for New Line Cinema. The script space when playing games on the Xbox 360. 
writer took some time out of his busy schedule to talk about video games in this exclusive interview. “Feel free to require 30 GB for 

“There still hasn’t been one [video game movie] that has hit it out of the park yet,” said Beattie. your game—I[but] that’s just going to make 
“At the moment, | would say the perception of video game movies in Hollywood is: They are inter- your potential audience a lot smaller,” a 
ested, they’re intrigued, but they’re still not completely sure if it can actually work.” Beattie said he’s Microsoft representative said. We couldn't 
working closely with Epic Games and Cliffy B., the lead designer of the game, to make Gears of War have said it better ourselves. 


the film that blows critics away. He will be visiting the studio multiple times as he writes the script, 
asking for feedback from everyone who works in the building. 
“| hope it’s extremely collaborative,” said Beattie. “From my point of view it’s definitely going to 
be, because |’m going to be riding their asses about it. | mean, they have lived with this game more 
than | have and they definitely know these characters, this world and all that kind of stuff. That's just 
a treasure trove waiting to be mined.” 
“It's interesting. Everyone's talking about 300. They use it as an example of where things are 
headed. That film was shot completely on green screen, which is probably how we’re going to do 
Gears of War.” 
“There’s no way to build that world any other way, really,” continued Beattie. “That’s a huge world. Oo 





It’s a planet, and it’s a bubble, and it’s a building. It’s an epic sci-fi war and an enormous film.” UNREAL TOURNAMENT 3 
According to AintitCoolNews.com, director Len Wiseman (Live Free or Die Hard, Underworld) is BETTER ON THE PS3? 


rumored to direct the film aiming for a Summer 2009 release.—John Gaudiosi Due to the Xbox 360’s limited disc size, 
Unreal Tournament 3 for the Xbox 360 will 


likely have less game content than its PS3 
counterpart, said Epic president Mark Rein. 
G ee kk S ) ea k = ss 0 The disc-space wars have 
begun. Regardless of compressed content 
or fewer maps, the Xbox 360 version is sure 
Big words, small type. to be just as fun when it’s finally released 
in early 2008. 


AAI) CwAVA MUI LOl ated Ciel ar-luclorcclmolepaanaccre Miamel(ct-lanliatemel-t-1amdat-) ai mevelel (lala al ofos-t-J] eo) halal-h\ZcMcvere) g-Te| 
on its own. Usually evidence that the character is an “alt,” and has a “main” character sugar PLAYSTATION NETWORK MORE 


foF-refehvanictcvel fave mb arefeleyeii-t-mar-Meal-Miatter-lontcmnat-li ch Z-30c) a0 FLEXIBLE THAN XBOX LIVE? 

Haze developer Derek Littlewood says the 
AFK: An acronym that's short for “away from keyboard,” though it applies to any situation less restrictive PlayStation Network has 
Walam ZeleMacmch ZN Aigelinmentcmerelal age) Mio] aria my acclavel-fom (Jalen dame) melanl-PMm Vel fer-1I aU Iicle CoM falel(er-(-) both its advantages and disadvantages 
a quick “bio break” or sandwich run. when compared to Microsoft’s Xbox Live. 
However, he believes the added freedom of 
the PSN enhances the online experience. 


Spawn Camp: To deliberately hang out where freshly slain players are known to reappear ina 
game, usually in an effort to kill them again before they even know what's happened. Generally Hopefully, PSN and Wii put 


erolariiel-laclem ekekelary lela ciant-lattaliomarclalccee li mentee liccalliremiaalchamcelutcielatene lel: e the pressure on Microsoft to drop the Xbox 
Live subscription fee of entirely. 








TRADING CARDS 


90 Cards Including Images from Halo® 3 & New, Never-Before-Seen Art. 
Plus 3 Levels of Special Inserts: 
Foil Cards * Embossed Foil Cards * One-of-a-Kind Hand-Drawn Sketches 


ON SALE NOW 


BUNGIE  yeox 360. EPPS 
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TRADING CAROS 
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1. It’s A FRESH START. 

There are no returning characters, no GTAlll-era 
Liberty City, and none of San Andreas’s clunky 
exercise and weight gain gimmicks. 


2. LIBERTY CITY IS THE BEST 

VIRTUAL CITY WE’ VE SEEN YET. 

The new Liberty City is practically a carbon-copy 
of New York City, from the soaring skyscrapers to 
the grit on the sidewalk. Impressive! 


3. THE ROCKET LAUNCHER IS BACK! 


Rockstar reps were hesitant to confirm its 
existence until we spotted the distinctive tube- 
shaped weapon strapped to the underside of 
Little Jacob’s trunk hatch. 


VE’RE EXCITED 
ABOUT GTAIV 


4. THE PRODUCTION 

VALUE IS TOPNOTCH. 

Rockstar North went back to the drawing board 
for GTAIV and blessed the game with a more 
cinematic style, adding an enhanced version of 
the Rage engine used to create the aesthetically 
pleasing Table Tennis. GTAIV is very pretty. 


5. THE NEW SHOOTING 
MECHANIC IS SUPERIOR. 


Rather than relying on clumsy lock-on buttons, 
you can now shoot with precision from a Resident 
Evil 4-style over-the-shoulder camera. 


6. It’s GOT A KILLER SOUNDTRACK. 

We heard several radio songs that will put a 
gigantic grin on the faces of GTA fans...if they 
make it into the final version. 










7. THE SILLY, CARTOONY 


VIBE IS GONE FOR GOOD. 

Now that GTAIV is starting from scratch with 
high-end Xbox 360 and PS3 hardware, the realistic 
visual style is an excellent match for the ambitious 
storytelling goals. This is a more adult GTA. 


8. ONLINE MULTIPLAYER IS A GO. 

Nothing is known of GTAIV’s online multiplayer 
modes, aside from the fact that you access it 
through your in-game cell phone. Co-op, perhaps? 


9. It’s ROCKSTAR NorRTH. 

There’s no mistaking the style of Rockstar North’s 
talented team. It’s something you can’t quite put 
your finger on until you see the game running in 
real-time. But when you do, it gives you that same 
feeling of limitless opportunity that you remember 
from GTAIII. 
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” PRINCE OF PERSIA 


(PRINCE OF PERSIA) 


Weaponry: Dagger of Time and the far-reaching Daggertail 
Experience: Vanquishing viziers and empresses 
Proficiency: Combat and acrobatics 

Sore Spot: Constantly loses health as the Dark Prince 





: OUTCOME 


The Prince may have grown quite fete) 
burdened by notions o fair ee and atte 


34, 
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Haunted BY: pbesute to the Sands of Time 





ALTAIR 


(ASSASSIN’S CREED) 


Sword, crossbow, and various blades 
Master assassin of militant Hashshashin sect 
Stealth and free-running 
Missing ring finger on left hand 
Failure to assassinate leader of the Templars 





| of his personality flashing across 


coenh his me- | 
ows down on 


his dying visage. Altair allows -~ + 
himself a smirk before exiting’... - 


: thouat F) aiing room window. 


Altair > > > 
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"...brings you even closer to the action..." 
Gamer Squad. 


* ..an immersive video experience worth waiting for...” 


WE lilelo} am K-10 


“like having a big screen TV without losing wall space...” 7 


Mac Life. 


now available exclusively at 
VTAWAN A atcr-lel elt: Mi mete) an 








HEADPLAY 


personal cinema system 








IMMERSE YOURSELF 


Enhance your gaming, movie watching 
and web experience with a_ truly 
immersive image that you can escape 
Tahcomcolmaleleis-e 


With pixel perfect viewing and dynamic 
Yolerare quality, the HEADPLAY 
Personal Cinema System works with 
game consoles, PC, Mac, DVD 
players, iPod, mp3 and other media 
storage devices. 

«Web 


¢e Games ¢ Movies 


e 2D and 3D’ 


*subject to content availability 





ws HIGH-DEFINITION | nthe 
TELEVISIONS | 


PRICE RANGE: $400 TO $3000 


LCD, short for liquid crystal display, is quickly becoming the dominant 
technology for HDTVs. LCD TVs have many advantages, including a 
space-saving design, low power consumption, and vivid image quality up 
to 1080p. LCD sets, however, often make older 480i signals look fuzzy. For 
many gamers, LCD is the best overall combination of quality and price. 





Reggie Fils-Aime, president and 
CEO of Nintendo of America, in an 
interview with GamePro. 





PRICE RANGE: $800 TO $3000 

DLP and LCD rear-projection HDTVs display smooth, crisp images 
as high as 1080p and make excellent overall HDTVs. Their chief 
advantage is price (even huge 50" sets are quite affordable), but 
you'll need to buy a pricey internal light bulb should it fizzle out 
after a few years of use. 


> Steve Nix, id Software's 


PRICE RANGE: $100 TO $U000 i. ae | business development director. 


HD projectors are capable of blowing up images to enormous 
sizes (often over 80 inches) with very little distortion in resolution, 
which is a huge selling point. Entry-level HD projectors are also 
quite affordable, making them a smart buy for gamers on a budget. 
The main drawback is space: you'll need plenty in order to set up 
a projector and screen. 








PRICE RANGE: $400 TO $1000 


CRT, short for cathode ray tube, reigns supreme astheleaderinHDvideo | Legendary Nintendo game 
quality. Although CRT technology is cheap and looks better than other | designer Shigeru Miyamoto 
HDTV methods, CRT TVs are back-breakingly heavy and bulky. Sadly, | in an interview with Japan's 
CRT displays are becoming increasingly rare as LCD takes over...but if | Famitsu Magazine. 

quality matters most, look no further. 
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Many games invent false institutions to populate their worlds. 
Connect the group associated with each image, and the game in which it appears. 


Association Icon Game 





Richard Garriott, creator of the 
rem SHOCK 2 seminal Ultima Online, in his 

keynote speech at the Develop 
| Conference in Brighton. 


 CRAcKecun 





George Harrison, Nintendo’s 
vice president of marketing. 
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PRODUCTS RANGE FROM : 


ANNA saan | Alcohol Reference 


Crude Humor 

Mild Cartoon Violence 
Mild Fantasy Violence | 
Mild Language 











iyoshi Hongo, Toei Animation @ & © 1997 — 2007 Bandai. DIGIMON, DIGITAL MONSTES 
likenesses thereat are the property of Toei Animation. @ 2007 NAMCO BANDAI Games Inc.All 





IMON WORLD and all relat 
served. NAMICO BANDAL Gi 





WORLD START INVADING THE REAL WORLD, IT IS UP TO YOU S 


FOR THE GAMES VISIT: 





DIGITAL 
)THEM. 


fj 






AN 


NINTENDGIYS. 


THE POWERFUL LIGHT FANG TEAM DO IT? YOU ARE A NEW DIGIMON 
ND YOU MUST CHOOSE YOUR NEW TAMER TEAM. 











FOR THE CARTOON VISIT: 





PlayStation-2 NINTENDOIDS 


property of Bandai/Toei Anim 
ited by NAMCO BAND: 
ciation. All other 















THE BEST GAME YOu’VE NEVER HEARD OF: 


ALAN WAKE 





In the deceptively picture-perfect town of Bright Falls, best-selling suspense author, Alan Wake, is in 
for the ride of his life. Exclusively for the Xbox 360 and Windows platform, Alan Wake is a psychologi- 
cal thriller sure to one-up Silent Hill and Resident Evil when it releases in 2008. Little is known about the 
game other than its creepy setting and mouth-watering graphics. According to developer Remedy En- 
tertainment, the core gameplay relies on the day and night cycle with a key focus on the use of light. With 


DEXTER: THE FIRST SEASON 
Showtime's groundbreaking dramatic series 
about an orphaned serial killer who hunts 
fo) dal-imanlelgel-1e-1 ee} el ecm oW- Mole) -lalmanih aelmer-lad 
ale lantelar-lnrem-iela eerie pm eve)ielar-lalenva 

Sl alemerelanyiel-yat-ig 

$38.99 


SERENITY: 


COLLECTOR’s EDITION 

Joss Whedon's film follow-up to the ill- 
fated Firefly TV series gets a re-release 
that includes featurettes, a cast commen- 
tary track, and bonus goodies. 
serenitymovie.com 





light as a combat weapon and his greatest ally, Alan Wake must fend off enemies who gain strength $26.98 


from the shadows. As the game progresses, the nights grow longer and the days grow shorter. 
eo} :foy mt Ga (el. 44\ bas) 7-¥-10) i 
Hilariously wrong bite-sized stop-motion 
J <<) Col amere)antcrehacit-laeiare mente celelelalhva-1 olerst-fe| 
action figures. Includes all twenty 15-minute 
episodes from the second season. 
adultswim.com/shows/robotchicken 
$29.98 
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$ STATICS ~ By Sia Shewan 


r’s Jericho...Clive Barker’s Jericho...Clive Barker’s Jericho... 

As in, right now. It’s one of 
the best (and scariest) games of the year, and no Xbox 360 or PC shooter fan 
should be without it. lf we want developers to create more ambitious games like 
BioShock, we've got to support them with dollars. So no excuses, Mr. Gamer P. 
Tightwad... 

It’s faster, prettier, and just downright better than the Xbox 360 version, plus it 
includes extra maps and campaign missions. Looks like there’s still a reason 
to keep that old Dell a while longer, eh?... 

At least for gamers. Do you know any gamer that actually wants to in- 
vest in Vista? | didn’t think so. 








1, BioShock 


2. Stranglehold bo 


3, Blue Dragon (Microsoft) xbo 


Why nota true Killzone 2 designed 
around the PS2? It could serve as a prequel to the mega-budget PS3 game com- 
ing out in 2008, or some sort of side-story. Even if Sony simply ported some of 
their better PSP games (God of War: Chains of Olympus comes to mind) to the 
PS2 at a budget price, it would be a good way to keep the console going strong 
through 2008... 
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L Metroid Prime 3: 
Ca Orolaaule)ileya 


(EA Games) i 
360 


Pwned this month: 
PS2, Xbox 360, and 
Guitar Hero Ill 


¢ 
(Ni Taicctare rey) Wii 
(South Peak 6&4 


Xbox 


6, Two Worlds Interactive) 32% 


Here’s hoping Microsoft 
can pull out of this crapstorm and find some smooth sailing ahead... 
| like the new Battle mode, where two 
players compete on a song and try to screw up each other’s strumming with 
wacky power-ups. But compared to Rock Band, GHIll just doesn’t feel quite right. 
Something about the way Neversoft laid out their notes on each song just feels 
off, not spot-on like the older Guitar Hero games. I'll be joining Rock Band this 
fall, but should | go PS3 or Xbox 360? Decisions, decisions... * Hellgate: Lon- 
don...Hellgate: London...Hellgat... 


3 8 // Nov 2007 // GAMEPRO.cOM 
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res) 
(EA Games) Xbox 


8, Halo 3 (Microsoft) i 


9. Lair (Sony) a 


10, Warhawk 


I 


e-mail Sid: 
sshuman@gamepro.com 


(Sony) a 
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Mild Lyrics 
Violence 
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GP icy \ Spotlight 


: M: usic Jam 


EA NDs. * Publisher: Disney * Genre: Music * Available: Now 


If your friends see you playing Hannah Montana: Music Jam you may be targeted 
as the next member of Hanson, but it’s well worth the risk. Yes, you can play 
through story mode and get to know Ms. Montana alittle better, but the main star 
here is the creative play mode where players can choose their instrument, either 
rhythm/ lead guitar, drums, or bass, and create a song from the ground up. Pick 
your chords, lay down a rhythm track, than top it off with a sweet guitar or bass 
solo. Using the DS's local Wi-Fi connection four players can jam out together and 

_ Save their song. This may just be the music game of the year, even if you have to 
shroud your copy in duck tape and secrecy. 


tb 


Writing a song, 
Hannah Montana style 
Im four easy steps: 


Wa —— Grab the rhythm guitar! After picking 
e | [si e034 what chords you want, hit the record 

a i button and strum the strings with the 
stylus to jam out. 


Ae 
& 


Every good rock song needs a drum 
track. Pound out the beat, either by 
using the stylus to tap on the drums, 
or use the buttons on the DS. 


oe 
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Pick up the lead guitar shred some 
licks to put the final touches on your 
masterpiece. 





Lay down the groove with a bass line. 
The game will remember the chord 
progression from the rhythm tack so 
you just need to focus on the funk. 















The Simpsons: 
Minutes to Meltdown 


a Mobile *Publisher: EA Mobile °*Genre: Action * Available: Now 





EA Mobile is on its way to delivering their new title, The Simpsons: Minutes to 
Meltdown. Available via jamster.com, players will take on the role of Homer as 
he drastically tries to save Springfield from a meltdown at the local power plant. 
Interact with your favorite Springfield citizens and accomplish missions in order to 
get to the Springfield Nuclear Power Plant in time before it’s too late. 


World Series of Poker: 
Pro Challenge 


Mobile ¢Publisher: Glu Mobile *¢Genre: Cards  *¢ Available: Now 





World Series of Poker: Pro Challenge, from Glu Mobile, is exactly what it sounds like: a mobile poker game 
that allows you to play against professionals such as Johnny Chan, Chris Ferguson, and Scotty Nguyen. Play 
your cards right and use proper betting strategies to frustrate your opponents, whose expressions may help 
you Call their bluffs. Beating the pros in Career Mode earns you bracelets and hitting certain requirements 
earns you special achievement chips. 





Skate 


=| Mobile ¢Publisher: EA Mobile * Genre: Skating * Available: Now 





EA’s new Tony Hawk competitor, Skate, will be hitting the mobile market right about the time you’re 
reading this scintillating words. Set in the city of San Vanelona, you are a fledgling skater and your 
goal is to land yourself on the cover of Thrasher magazine. The game includes a strong list of profes- 
sional skaters, such as Mike Carroll, Rob Dyrdek, and Chris Cole. Much like the console game, Skate 
emphasizes trick skating and skill development. 





Mobile ¢Publisher: Mforma °*Genre: Simulation  * Available: Now 





Think you have what it takes to build the next billion-dollar company? Based upon the popular board game 
and real-time PC game released a few years ago, Monopoly Tycoon 2007 is deeper than your average mobile 
entertainment. New in this version: new Chance cards, a surprisingly smart A.1., a wider range of business to 
take over, and several new scenarios. 








P THE CRUELTY 


Microsoft ® 
gamexstiudios 


Every year hundreds of pifatas are subject to horrific torture 
at the hands of adults and children alike. It is our goal to stop 
this brutality. Do you have what it takes to look after abused 
pifatas? Do you have the time to nurture and protect these 
poor neglected creatures? Will you attend to their individual 
needs and set them on the road to rehabilitation? Every pinata 
deserves this chance. Please, do what thousands have done 
before you and create a better 
world for pifatas. vivapinata.cc 


EVERYONE 


Mild Cartoon Violence 


Comic Mischief 
ESRB CONTENT RATING Unregistered charity no.: 9687 


www.estb.org We receive no government funding. 
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| pledge to buy Viva Pinata and 
provide hundreds of abused 
pinatas with a safe place to live. 
Name: 

Address: 


ZAP: 
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| AON 











PREVIF*VS 

































HERO III: 


7 LEGENDS OF Rock ; 


PS3 Xbox360 PS2 Wi 








ps3 | Xbox 360 


Developer; Harmonix @ Pu f e nber ™ Developer: Neversoft @ Publisher: Acti 





A t9A.M., fueled only by coffee and French Onion Sun Chips, a L et’s face it: There's been a lot of talk about Rock Band, and if you 





couple of us lucky GamePros got the rock treatment. We jammed want the full band experience, it's the only place to go. But let's 

for two solid hours in the Rock Band room—aptly named “The not forget where the wannabe rocker fad started, Guitar Hero is 
Garage”—at EA’s HQ just south of San Francisco. When it was over and still has the most recognizable music name in the gaming industry. And 
the “rock high” slowly wore off, we were left to a non-Rock Band life of on top of that, it'll sell better than Rock Band's first offering, especially 
boredom and resulting armpit sweat from our early-morning rock ses- because it's also landing on the PlayStation 2. We're fresh off a Guitar 
sion. You see, there is life after Rock Band, but it’s hardly worth living. Hero III rock session, so here's what it’s all about. 

That's the glue that holds Rock Band together. Guitar Hero set the Activision bought RedOctane (original developer Harmonix took off 
standard, but this is the real deal. Play any combination of guitar, bass, to work with MTV). Now, Neversoft picked up developmental duties 
and drums, or sing. Want to shred and scream like Kobain? No prob- on Guitar Hero III and is giving the game a snazzy new look. It’s not a 
lemo. You can play guitar and sing at the same time—just strap on an complete buzz-cut—Neversoft's changes are more like a shampoo and 
axe and set the microphone on a stand. Try playing drums and singing trim. The look of the game has been nicely touched up with minor visual 
for a real challenge. With Rock Band, it’s all about choice. changes, such as a new light bulb-style star power meter. Everything is 

In this session, new songs were plentiful. Faith No More’s “Epic,” more polished and clean 
Queens of the Stone Age’s “Go With the Flow,” and “Creep” from Ra- From a gameplay perspective, it’s a pretty standard Guitar Hero 
diohead are just a few of the new master tracks. The Hives, Deep Pur- affair. Not much has changed in the way of actually playing the guitar 
ple, and OK Go! also lend original masters to the game. controller, except that we've noticed the fret board doesn’t shake when 

Guitar Hero fans will be instantly familiar with the way Rock Band you miss notes anymore. Also, a message will pop up in the middle of 
plays because it’s based on the same scrolling fret-board system as the the screen if you do things like get a 50-note or more streak. 
former. The most notable difference in the experience of Rock Band ver- Battle mode is by far the biggest addition. It’s like Guitar Hero meets 
sus Guitar Hero is that the former pushes the guitar-solo mentality, while Mario Kart. The idea is to earn Star Power which earns attacks that 
the latter pins you as part of a band. There’s an unexplainable energy that you can unleash on your opponent. Attacks hinder your rival's play by 
runs through you when you're in that perfect groove with other players— messing up the fret-board in a variety of ways. For example, “Lefty 
a lot like jamming in a real band. It’s so much fun that you simply don’t Flip” reverses all the notes, “Difficulty Up” increases the difficulty by 
want to stop, unless you lose your voice trying to reproduce The Strokes one level (for example, hard goes up to expert), and “Broken String” 
scratchy vocals on “Reptilia.” Nothing a few Ricolas can’t fix. makes you tap a specific fret button until your board goes back to nor- 

Better yet, take it online. It’s the biggest feature we haven't yet mal. It's fun and makes for some gnarly battles. And it wouldn't be Leg- 
played, but it should produce the same experience as local play—just ends of Rock without battling the real rock gods. In career mode you'll 
the thought of jamming with distant buddies is incredibly exciting. go toe to toe with Iconic shredders like Slash in the new battle mode. 
We're already Rock Band groupies.—Chris Morell And they're ready to put the rock stomp all over you.—Chris Morell 
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Rock BAND p— GUITAR HERO Ill: LEGENDS OF ROCK 

* Play guitar, bass, drums, and sing * Massive selection of playable songs 

+ Form bands with other players online * Doesn't require buying anything other than the new game disc 
Frequent full album downloads via Xbox Live and PSN * New battle mode and boss battles 

Majority of songs are original master recordings * Snazzy new graphics 

* Works with Guitar Hero guitar controllers * Dependable guitar peripherals 


Rock Band 


BAND t 59479 


/ant more Guitar Hero III 
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BECAUSE BOMB-SNIFFING DOGS DON’T WORK WELL UNDERWATER. 
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THE SIMPSONS GAME 


Video games. Is there anything they can't do? 


s with any ripe batch of tasty Granny 
Aer there are always a few bad apples. 

Unfortunately for Simpsons video games, 
just about the entire batch is rotten. With the 
exception of the original, almost-forgotten The 
Simpsons arcade game and the moderately fun 
Hit & Run, it’s pretty much the dregs. (Simpsons 
Skateboarding, anyone?) 


GRAND THEFT SCRATCHY 

EA sucked up the Simpsons license and this is its 
first offering. Unlike past Simpsons games where 
it’s either a Bart-focused cheesy action game or 
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Developer: EA Redwood Shores @ Publisher: EA Games 8 Release Date: October 


an excuse to dump the show’s voices in a virtual 
arena, EA’s The Simpsons Game is mostly about 
poking fun at video-game clichés. But it’s not just 
Medal of Homer and Grand Theft Scratchy; there’s 
co-op play throughout the game’s 16 episodes. 
The cool thing is that each episode has a com- 
pletely different style, so when you've had about 
enough of the Land of Chocolate, it’s off to Spring- 
field Forest or the Duff Beer factory. 

Each of the five Simpsons family members is 
playable with their own unique abilities. For ex- 
ample, Bart slings with his slingshot and Homer 
bruises with his fists and rolls around like a 


TA 


Katamari. It’s all based on see-saw-style gameplay, 
so bouncing back between characters is essen- 
tial; many of the game’s obstacles require two- 
character cooperation. 


JUST FOR LAUGHS 

The basic gameplay is simple, yet funny. It’s a lot 
of platforming, and none of it makes the Simpsons 
gameplay a crowning achievement. In fact, some 
of the goals are overly tedious. But usually they 
made us laugh, if nothing else, and we often found 
ourselves craving some more Springfield time just 
to hear the amusing one-liners that are sprinkled 
throughout the game’s enormous cast of original 
characters. The writing is show-worthy and the 
animation is probably the best of any Simpsons 
game. It’s not a perfect recreation of the show’s 
art style, but it’s probably about as close as it’s 
going to get. It doesn’t have that goofy 3D feel of 
Road Rage or Hit & Run, but there is still a slight 
hint of awkwardness here and there like in the way 
Skinner’s hair falls on the back of his head. 

We're anxiously awaiting EA to finish up all of 
the voice work so that we can giggle from Ralph 
Wiggum’s dialogue like the true Simpsons nerds 
we are.—Chris Morell 


a The first Simpsons game from EA pokes fun 
at video-game clichés. 


= Springfield is alive with a seemingly endless 
amount of hilarious cast dialogue. 
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BACKBREAKER 


[esa] Xbox 360 
ackbreaker is the Burnout of football 
games; it’s straight-up fun. If you like the 
simplicity of controlling an entire team 
of pigskin players, Madden is all well and good, 
but for those wanting to experience the real-life 
ferocity of a bone-crushing tackle, Backbreaker is 
the real deal. 


DUELING TACKLES 
As someone who hasn’t been into football 
since Super Tecmo Bowl, it says something that 
Backbreaker even raised my eyebrow, let alone 
actually leaving me wanting to play some virtual 
ball. Based onthe “euphoria” motionsystem (used 
in GTAIV and Star Wars: The Force Unleashed) 
that simulates real-life physical interactions, this 
football game is not just a set series of animations. 
When you hit someone, they actually react and 
fall just as a player would in real life. Backbreaker 
even replicates the nervous system and muscle 
structure of a real player. 

But it’s more than just technological mumbo 
jumbo. Developer NaturalMotion wants each 


a Unlike Madden, Backbreaker is all about bone- 
crushing, realistic tackles. 


a No animations to be found; tackles are all based 
on a real player simulation and physics. 





artRider is surprisingly addictive. Dash, drift, 
kK and power your way to the finish line to earn 
experience points and money in this persis- 
tent go-cart racing MMO. This free-to-download- 
cart racer is like Mario Kart meets World of Warcraft; 
and it just might beat Nintendo to the online punch. 
The highly popular Korean MMO plays a lot 
like Mario Kart: It’s simple and a lot of fun. You 
can drift around corners to gain speed boosts; 
collect power-ups to upset your opponents’ lead; 
and win races to earn Lucci, the in-game currency 
to buy upgrades for your cart and character. 
Upgrades span from customizable options, such 
as spray paint and license plates, to different types 
of carts, and new characters and accessories. And 
that’s just a minuscule snapshot of the upgrades 
available from the in-game shop. 


and every person who picks up the controller to 
experience the fear and taste of a NFL tackle. 
That’s why they're dropping the camera 
perspective down to get in closer to the action. 
You'll never see the same tackle twice. Imagine 
two linemen blasting a quarterback from different 
sides. It'll never get old. 

It’s not going to compete with Madden, but if 
you want to bash bones, it’s the only place where 
you can feel like Ronnie Lott.—Chris Morell 


@ Developer and Publisher: NaturalMotion @ Release Date: 2008 
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= Developer and Publisher: Nexon & Release Date: Fourth Quarter 2007 


When you first sit down and have-at KartRider, 
it looks no more complicated than Mario Kart 64. 
But once you start earning upgrades including 
new carts and other items, the game gets increas- 
ingly more advanced and obviously more fun. 

What would an MMO be without quests? 
Before you can get online and start racing against 
friends, you'll have to earn your license by com- 
pleting the tutorials. It’s the first quest in the 
game, and they get progressively harder as with 
any MMO. By completing quests you'll earn Lucci. 
And best of all, it’s free to play. 


KartRider is making its way to the U.S. later 
this year. Mario Kart is yet to go online, and be- 
fore it does, KartRider is your entry to online cart 
racing. For more info, head over to kart.nexon.net. 
—Travis Moses 
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MIDNIGHT CLUB: LOS ANGELES 
[PS3| Xbox 360 





room! The Rockstar reps blasted through 
\ the neon-drenched streets of the Sunset 
Strip, screaming through hairpin turns at 
top speed. As the Lamborghini Gallardo Roadster 
screeched around one particularly tight corner, the 
camera perspective automatically swung out to a 
wide cinematic angle, adding to the sensation of 
speed. Then, when the driver activated his nitrous 
boost, the camera shifted again to hug the driver's 
side of the Roadster as it plowed down a narrow 
street. Again, the effect was highly cinematic, mak- 
ing the game look more like a high-speed chase 
movie than a video game. 

Raw speed and cinematic flair—that’s pretty 
much Midnight Club: Los Angeles in a nutshell. 
Though the game features many improvements 
to its predecessors, our first glimpse of the game 
only reinforced the claim that the Midnight Club se- 
ries is one of the fastest, most adrenaline-soaked 
racers on the market. And in early 2008, it’s com- 
ing to both the Xbox 360 and PlayStation 3. 





SPEED THRILLS 
We saw an early version of Midnight Club: L.A. 
running on an Xbox 360 development kit. 
There were a few minor rough edges in the 
presentation, but the in-game graphics 
already looked remarkably polished. 
The licensed cars were superbly 
detailed, with Rockstar reps 
claiming there are over 
100,000 polygons per car. 
Cars are painted with highly 
realistic-looking textures that 
show off the metallic flakes 


embedded in the paint job, giving everything a 
glossy but realistic new-gen sheen. 

Similarly, the open-world racetracks pop with 
GTA-like details, such as well-known L.A. land- 
marks (the Tower Records and Carney’s burgers on 
the Sunset Strip), realistic billboards (we spotted 
iPod and Dolce & Gabbana ads), and re-imagined 
road layouts that will accommodate the high-oc- 
tane races Midnight Club is famous for. It’s built 
on Grand Theft Auto IV’s RAGE technology, which 
is adept at packing tremendous visual detail into 
huge, open-world environments—a tricky combi- 
nation for other game engines, but one that RAGE 
handles easily. 


FASTER, PUSSYCAT! 

Rockstar San Diego is focused on minimizing bor- 
ing tasks like menus and load screens, thus keeping 
the player firmly in the race at all times. Even the 
map screen is handled entirely within the game en- 
gine; the camera swoops out dramatically to show 
an overhead view of the streets of Los Angeles, then 
zooms back in to focus on your car. Also, you won't 
have to beat specific races to proceed in the game. 
Instead, you'll score Reputation points by partici- 
pating (and placing) in various races throughout 
L.A., which should lower the entry barrier and re- 
duce frustration.—Sid Shuman 
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SCHOOL OF 


800.226.7625 : 3300 University Boulevard * Winter Park, FL 32792 


a av ble to those who qualify * Career development assistance * Accredited School, ACCSCT 


ONE OF THE 
TOP FIVE 
GAME-DEGREE 


PROGRAMS 
IN THE WORLD 


— Electronic Gaming Monthly 
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LEGO STAR WARs: 
THE COMPLETE SAGA 


xbox 360 | wi] Os 


= Developer: TT Games @ Publisher: LucasArts @ Release Date: November 





Nothing short of the force could keep us away from LEGO Star Wars: The 

Complete Saga. | could tell you this is simply a remake of the first two 
LEGO Star Wars games, but that would be a stone-faced lie. This “super ver- 
sion” is packed full of tasty treats. 


S tar Wars, LEGOs, and full-HD graphics. What more could us geeks want? 


You COMPLETE ME 

To start, the game lets you play through 
the events of all six Star Wars movies in the 
same force-wielding, LEGO-building way. 
There are new levels to entice you, if you’ve 
already played through the first two games, 
including the pursuit of bounty hunter Sam 
Wessell. Plus, all prequel characters from 
the movies are playable and there are new 
force powers and power-ups, bonus levels, 
hidden goodies, and more. 

While LEGO Star Wars || was nice on the 
Xbox 360, The Compete Saga is a technological triumph on new hardware. 
With support for 1080p, the lighthearted LEGO characters come alive with de- 
tail and clarity on the PlayStation 3 (a neat-o DS game is also in the works). 
And on the Wii, light saber action is more than a cheese-ball last-minute addi- 
tion. Instead of making light-saber wielding either a secondary function or a 
total replacement for button usage, motion control on the Wii makes attacks 
more effective if you pull them off. Similarly, you can use buttons on the Wii 
Remote to build vehicles, but if you use the new “motion-flinging” technique, 
the process will move more speedily. 

Perhaps the biggest addition, though, is the introduction of online co-op 
play that allows you and a friend to play through the entire campaign together. 
Better yet is the option to jump right into a friend’s game, or vice versa, at any 
given time—all it takes is a quick game invite. And all this is especially good 
news for what’s to come next year if you’re an Indiana fan. And no, I’m not 
talking about the Hoosiers.—Chris Morell 
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EVERY STAR WARS MOVIE 









mw Play all six Star Wars Movies in glorious HD. 


mw New levels and playable characters provide an 
extra boost. 


a Innovative motion-based controls give more life 
to the Wii version. 
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DRAGON OUEST MONSTERS: 
JOKER 


a Developer and Publisher: Square Enix @ Release Date: November 
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al: he Dragon Quest Monsters series is often and inevitably compared 





to Pokémon and usually written off as, “just another clone.” But, for 

those that look closer and aren't close-minded Negative Nellie’s, the 
Dragon Quest Monsters spin on monster-capturing is distinctly different 
from Pokémon and in many ways, better. The biggest distinction is that in 
this fully 3D environment, you can run in any direction to catch up with or 
avoid enemies visible out on the field. It’s much better than the annoying 
random encounters of Pokémon, which is getting a bit out of date. 


INITIATE BATTLE PROCEDURES 

When you do initiate a battle, you and up to three of your monsters 
will face off against “wild monsters.” You can choose to let your creatures 
fight, by activating the general fight command, or micromanage each spe- 
cific action by giving more detailed orders. But, at any time during battle, 
you can choose to scout the monster you're fighting. Instead of beating 
monsters to a pulp and striking when they’re weak, you must impress 
them with a show of your power (stats-wise or with attacks), or use other 
methods such as appealing to them with the type of monsters you cur- 
rently command. It’s all very animalistic, but unlike the wild, you have a 
handy stylus at your fingertips. 

There is a day and night system that affects the type of monsters 
you encounter, which is a welcome change from the normal light/dark 
system that so many RPGs are utilizing these days. Along with a mon- 
ster synthesizing system, there’s Wi-Fi head-to-head play and more. For 
those tired of Pokémon and looking for something different—and dare | 
say it, more evolved?—Dragon Quest Monsters: Joker is your cup of tea. 
—Amanda Ng 








Only the biggest games 
make GamePro’s monthly 
spastic info dump 


V not that big of a deal? Sure, it suck 

and all—there are, no doubt, thousands 
of P.O.’'d GTA lunatics out there—but with 
this holiday season packed full of supremely 
awesome games, it really doesn’t hurt that 
much. Plus, GTAIV will make for a great spring, 
full of carjacking and random acts of violence. 
Right now, though, everyone is playing the 
absolute crap out of and | pray you 
don’t meet the brunt of my needles online. | 
don’t plan on the game leaving my Xbox 360 
disk drive for quite some time, and unless the 
constant frag fest overheats my console to “red 
ring of death” status, it will only eject for 
in November. In an industry where 

most plots take a backseat to gameplay, Mass 
Effect is a welcome exception. The futuristic 
story involves ariftin space that lets a destructive 


L it me or is the delay of [J Grand Theft 


Ks 


alien race enter the normal universe, It’s all 
based around action-RPG-style gameplay like 
Jade Empire, butis arguably wrappedinamore 
interesting package. The best option to admin- 
ister a kick to the package is Eq 

, the Wii's main contender and Nin- 
tendo’s “special attack” this December. With 
confirmed newcomers like Ike (Fire Emblem), 
Wario, and Kit (Kid Icarus), the floodgate of new 
characters is finally opening. Plus, Solid Snake 
marks the first appearance of a third-party char- 
acter in the Smash Bros. series. Let’s just hope 
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Sega makes good so we can pound some blue 
hedgehog spikes in an anti-PETA rage. If the 

multiplayer 
beta taught us anything, it’s patience...pa- 
tience to wait another couple of months before 
we can get back to employing some of the most 
badass weapons, including the Javelin, a por- 
table anti-tank guided missile. Plus, it’s got just 
about the coolest night vision mode around 
for use with an awesome IR laser sight attach- 
ment. On the PS3 side, Call of Duty 4 will have 
some stiff competition early next year when 


Ga attempts to “out-kill” its FPS 
brethren. It’s an uphill battle and graphically 
Killzone 2 is up to par, but aside from seeing 
only a couple of short gameplay sequences, 
we know only a little about the game’s single- 
player campaign and virtually nothing about 
online multiplayer. We do know a lot about 
and what 
it’s bringing online, including an all new battle 
mode that breaks opponent's strings and pops 
whammy bars with no remorse. Guitar legends 
like Slash are brutal in battle mode—especially 
on expert. But when it comes to online, Gui- 
tar Hero can hardly touch Ry , which 
lets you play guitar, bass, and drums, as well 
as tear up your precious vocal chords online to 
form your killer band in cyberspace. Only Solid 
Snake’s upcoming PlayStation 3 adventure 
Ev 


us more excited.—Chris Morell 
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of projection screens. Hideo Kojima, the director and arguable vision- 

Tava ol-)aliave mauvome|-Yer-le(-t-Molmer-lanliare mal) ola AM /-1LcMeltmicelaimie-le[-M Iles 

to uproarious applause. The 200 or so journalists that have gathered at To- 

kyo’s Ritz Carlton by special invitation have been waiting all night to see him. 

He’s about to show them real-time, in-game footage of Meta! Gear Solid 

4—the first time anybody outside the development team has seen the game 
in action. 

The crowd leans out of its collective seat as Kojima narrates 15 minutes 

of single-player gameplay from Guns of the Patriots, a game Kojima contin- 


ik, a describe as the final act of the Metal Gear Solid saga. It is the crown- 


The Metal Gear franchise has always ea, 
joys a particularly rabid fanbase here in the States 


join in the celebration, GamePro flew to Tokyo t 
ting MGS4 apart from its predecessors. 
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slip by unseen. 


Metal Gear Solid 4: Guns of the Patriots 





An exclusive look at the PS3’s most important game. 


This is not the Metal Gear you remember. That Metal 
Gear stars a Snake who pitter-patters loudly on top 
of clanking steel walkways without alerting the 
EJUy 0) ofexsycXe | WamY'Z-] Colaniel Mme ]UT-T ge {wim | am (cY-1 a0] gcl-Mr- Mere) ava ce)| 
scheme so awkward you could get by just as easily 
without opposable thumbs, and a camera system 
so unhelpful that you have to switch to first-person 
mode just to check nearby areas for guards. 

Gamers have tolerated these shortcomings, 
but no longer—this Metal Gear is a whole new 
beast. Yes, Solid Snake is back in action for Metal 
CT-F-Tapoto) ilo om] ato MVcIoNYA-1 aVAtaliate mm dat-l an nny-Yo(eM aliag] 
Snake is back, too. But his world has changed, and 
the way you interact with him has changed along 
with it. 


GearingUp 
To start with, Guns of ‘th ‘Patriots features new 
graphics technology tha t makes its PS2 predeces- 
sors look positively antiquated. The environments 


—packed with photorealistic icy aculatave pa oi ito vd}aye] 








Solid Snake may be old, but 
he’s no slouch in the close- 
quarters combat department. 


weather effects, and dynamically-cast lighting— 
are only matched in their stunning grace by the 
Tel fale Melar-l cM al iaatt-i| MAW ol e-lale ualc\yVmer-] tl (ole 0l-Me) f 
animations drives his fresh abilities, which range 
from dive-rolling in any direction to crawling 
ElfolateRelamalt-y oy-lo1. au) arexeyelave Mol-SMinelammeatcH nolo) ive) oy 
fo) miele) oliave mel a-lar-le(ct-Minicomal-t-la eo) mileciile| alee 
Interacting with Snake has segued from a 
painful chore into an enjoyable experience. The 
camera, once a nuisance, has been pulled down to 
eye level for a much smoother, more modern feel. 
If you've played the newer MGS3: Subsistence, 
MGS4's free camera system will be instantly fa- 
miliar. Defaulting to a position behind Snake, the 
(oF-Tantcle- MEM are (cy elciave(cialipvarero) ay ace)if-lo) (Wel ale idole) nats 
in over Snake’s shoulder, Resident Evil 4-style, 
whenever you take aim at a target. You can still 
hop into a handy first-person view, but using iron 
sights is no longer a requirement when you'd 
rather shoot at something than sneak past it. And 
thanks to the PS3’s motion-sensing Sixaxis con- 
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troller, you can peak around corners in the first- 
rey-lecxolamanrelei-Menva din diaremaat-Mevelalige)i(-lm@(clime) male] ala 

Nm cola ol Uh a cola Mm t-\Zole) om Co} li nat-M manele {Ulel (lo) sto atts 
finally reworked things to be more in line with the 
now-classic Halo approach to movement. Move- 
ment is controlled by the left analog stick, while 
aiming and looking are handled with the right 
analog stick. Kojima Productions has acknowl- 
edged that controls were a sticking point for ear- 
lier games, and adopted a slightly more Western 
(read: American) control scheme. Not stopping — 
there, they've thrown full control customization _ 
into the mix, allowing for PC-style button map- 
ping of each of Snake’s actions. You will be able 
to fully customize every aspect of the controls: if 
you wanted to, you could even re-map MGS4' 
control scheme to match that of the olde tere 
Gear pales: It’s an og that’ s long been 
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fire, leaving you free to weave in 
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utterly defenseless. 





Meet Crying Wolf, one of four 
new all-female boss characters. 
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Stealthy Improvements 

MGS4 just wouldn't be a Metal Gear game with- 
out stealth; the entire franchise is wrapped around 
A talemexe) alex) om dar-lm-)Velleliaremerelalicelaie-lilelaner-lioloRi-ls 
ln akela-M-LehVZclale-le[cVolerm tar-lame Malate Minicom | emote | aM ale) 
surprise that half of Metal Gear Solid 4 is spent at- 
tempting to stay concealed from enemies and the 
igcleliaremey-1ad(cMear-leclelacelelare mole mum] <M ali-M-laVicel ae 
ment and controls, Solid Snake’s stealth options 
have been notably improved. The old classics are 
still represented—after all, a Metal Gear game just 
wouldn't be worth playing without Snake’s trusty 
cardboard box—but they’ve been augmented 
with the new ability to use just about anything 
as cover. An empty drum barrel, an overflowing 


J 
Gear’s Gadgets 





With the ability to zoom up dias to distant targets 
and see in an electromagnetic spectrum, Snake's 
Solid Eye is invaluable for locating live bodies and 
oko) <a dt] mer-lale|-1mr-Tnale) ale |-1an cal-Mcyor-hat-1a-1o Mel] 9) d1-Me) 
the world’s warzones. 


56 


Nov 2007 // 


Snake’s Last Dances 


trash dumpster, and a small mountain of molder- 
late Rel-lelgt-e-1e-e-HMUE-Lol(Mallellarep ol i-lect-mielmeltl meh lire! 
white-haired warrior. 

But when it comes to stealth in MGS4, the new 
Octocamo suit is the key innovation. Inspired by 
Kojima’s own fascination with the color-chang- 
Tate Molejco) oLUL Mm tal-Mc1Ul mer-1a mol aT-Tale [Mi ecmexe) (0) ¢-he (0) ah Ko) 
match your surroundings at the press of a but- 
ton. You can lay down on a checkered floor, sync 
the suit to its pattern, then roll to one side and 
hit a button to blend in with a mosaic wall. You 
can even stand in the middle of an open square 


and impersonate a statue, the suit taking on the — 


smooth glossiness of marble. And when you neet 









to reset your camouf setting, it's as easy as 
shaking the Sixaxis c ntroller. Anyone else get- 
ting an Etch-a-Sketch flashback? 


A Day Long Remembered } 
As a game 20 years in the making, Metal Gear 

Solid 4 has a mountain of expectations to live up 
to. Its release day will be a day of judgment for 
Hideo Kojima, when the world will decide whether 
his secretive storyline, radical stylistic changes, 
El ave | innovative gameplay Evelothareyarsy were worth 
the wait 










Snake’s old friend and quartermaster, Otacon, has been keeping busy since the 
events of Metal Gear Solid 2. Here’s an inventory of Snake’s new abilities in MGS4. 





A small bipedal mech, MG Mk. ll will serve as a 
direct communications link with Otacon (replac- 
ing the old-school CODEC system), and will be re- 
motely controllable for recon missions when you 
want to keep Snake safely back from the action. 
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meter! In MGS4, stealth is measured through a 
thin yellow ring that surrounds Snake. Depending 
on your stealth level and any nearby threats, the 
circle will bounce and fluctuate, EKG-style. It also 
serves as a handy compass to ease your naviga- 
tion through the twisted environments. 











ee and the Bosses 


Look out, Snake: MGS4's new bosses are ° CyeNd monsters! 





These four bosses all share some common threads. They’re 
women who have suffered from post-traumatic stress disorder 
and embraced a new life as inhuman “war machines” in Liquid’s 
Elana Van lame) ce (-l am Colmere) ol-Ma 71400 talc} logical damage. What's 
_ more, they all share names with: y boss characters from 1998's 
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é Metal Gear Solid series dives _ 
headfirst into massive 16-player 
} battles.with the online-only Metal. 
Gear Online. 






















Metal Gear Online 
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The story doesn’t end with Guns of the Patriots. While Solid 
Snake battles through debilitation and Liquid’s death grip on the 
world’s private armies, a different game will tell the tale of the 
warfare that’s permeated the planet. Based on the graphics en- 
gine and gameplay of MGS4, Metal Gear Online will be a stand- 
alone title devoted entirely to multiplayer combat. 

You won't take on the role of any of MGS4's core characters, 
taYe) mm VAVILMNYZOLU Mat \’ZoMr=[exex-X<3-¥m Co Moto) [lo Mol al-] <-Mcwer-) (oi aPt-11 Ml @ lox coler- pale) 
disguise in MGO. Nevertheless, the skill sets you develop in one 
game should be easily applicable to the other, as the titles will 
share controls, camera perspectives, and general character abil- 
ities. Of course, it wouldn't be fair for Solid Snake to have gad- FP eee: 
gets like his octo-suit and miniature Metal Gear without MGO =~ 
getting some exclusive goodies as well, and that’s where things Bedi 
get interesting. He ot So oe 
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Portable War 





Could it be? MGS4’s Old Snake and MGS2’s 
iatcl(e(-1aMacd (Ul game tomelal (olel.<-]0) (Mme) t-Nz-]e)(oMearle-leCcl es 
in MGS: Portable Ops Plus for the PSP. 


Along with the announcement of Metal Gear 
Online, Konami spilled the beans on Metal Gear 
Solid: Portable Ops Plus, a revamped version of 
the first “true” Metal Gear game to hit the PSP. An 
(> dorelartrolamcon tal-Melalelial-]Mmelat-lo)(-8@)o\-Bielm talc ats) ot 
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new playable characters and multiplayer levels, 

a set of tutorials to introduce newcomers to the 
game, and a new single player storyline known as 

the “Infinity Mission.” No word yet on a release 

date or a price point, but this little number will 

definitely be making it State-side. 
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Group Gizmos 

At its core, Metal Gear Online is about team-based 
16-player deathmatches; while there might be ob- 
jectives or other goals integrated into gameplay, 
the primary purpose of a match will be to gun 
down all opposing players. But rather than just 
set 16 gamers loose on each other and hope for 
the best, Kojima Productions has implemented a 
couple of interesting devices that should encour- 
age strangers to work together. 

First and foremost is an always-on radar sys- 
tem that keeps visual track of where all of your 
teammates are, all the time, through any obsta- 
cles (think x-ray vision and you're on the right 
track). Every few seconds, a glowing blue over- 
lay will flash over the forms of each of your team- 
mates, no matter if they’re hiding in cardboard 
boxes, crawling along on their stomachs, or leap- 
ing between buildings. If they‘re within your field 
of view, you'll be able to see them and thus’plan 
your approach accordingly. 

Combined with a top-down MGS2-style radar 
map in the upper-right corner of the screen, the 
“X-ray vision” should help you keep tabs on what 
everyone else on your team is doing. But what's 
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more exciting is that it'll be possible to hack into 
the opposing players’ network by sneaking up be- 
hind any enemy and injecting him with tiny nanite 
robots—a tactic that conveniently pulls MGS4's 
stealth component into the multiplayer arena. 
The nanites will invade the captured player's neu- 
rological IFF system, virus-style, giving you tem- 
porary radar coverage of every other player on the 
enemy team, and an orange overlay over any en- 
emy in your field of view. Toss this intel to your 
teammates, and you suddenly have a very firm leg 
up onthe competition...provided an enemy player 
doesn’t hack your radar too! 


Digital Dynamo 

While Konami has yet to make anything official, 
the publisher is looking into providing Metal Gear 
Online digitally as a paid download, as well as via 
boxed sets in retail stores. Pricing, unsurprisingly, 
remains up in the air, as does a firm release date. 
However, considering the pronounced similarities 
between Metal Gear Solid 4 and its online sibling, 
whether gamers will be willing to shell out fortwo 
separate games remains to be seen. 
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Porn: The one trap that ensnares 
«soldiers and gamers alike. 





in stores everywhere fall 2007 








2 The stunts featured in this game were performed 
by professionals, so neither you nor your dumb little 
™ buddies should attempt anything from this game. 
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Snake Speak 


When Kojima Productions talks, we listen. 


GamePro: Compared to earlier Metal Gear games, 
MGS4 seems to have a more “Western” gameplay 
style, from the FPS mode to the customizeable 
controls. What prompted this design shift, and 
how does MGS4’s fusion of Western and Eastern 
design philosophies benefit gamers? 


Ryan Payton: Metal Gear Solid 4 is the first game 
in the series that fully recognizes the advances of 
Western games and incorporates some of the best 
elements of European and North American game 
design. A stylized location of the script, along 
with a control scheme better suited for an interna- 
tional audience, were two priorities for myself and 
producer Ken Imaizumi during the development of 
MGS4. We've been working very hard over for past 
few years, almost to the point of brainwashing mem- 
bers of the team into thinking “change is good!” 

Ultimately, any changes in the control scheme 
have been made to benefit the gamer. Rather than 
having to force American players to spend time 
adjusting to MGS, we've made controlling Snake 
much more logical. And we haven't forgotten 
about Japanese players and fans of the previous 
control schemes—fans are welcome to customize 
the button layout and revert back to MGS3: 
Subsistence’s control. 


Does Snake's "electro-knife" have a formal name? 
And does it work like Raiden's sword in MGS2, al- 
lowing you a choice to stun/disable opponents or 
outright kill them? 


We're calling it the Stun Knife. The weapon is a 
en new addition to Snake's ereenel becaus: 


enemies, but it’s limite 
control range. 


Can you go into more detail on hacking enemy 
troops in MGO? Is hacked information available 
just to the hacker, or to all teammates? 


Hacking all depends on who's linked with whom. 
If you're linked with your teammates and then you 
hack an opponent, you will all have access to the 
stream of information. However, if you die, that 
connection is lost for everyone. But hacking largely 
depends on how well-connected your opponents 
are. Hack a loner soldier and you won't get much 
information linked to your team, which is why it’s 
best to aim for team leaders to hack into. 

The hacking aspect of MGO is really just one 
part of a grander scheme to give the game its 
own unique look and feel. There are too many 
multiplayer games out today that are simply single 
player games modified into deathmatch modes. | 
think gamers are starting to tire of that, which is 
why we're working really hard to make sure MGO 
is a team-based, co-op focused multiplayer that 
focuses on communication and players’ abilities 
to level up and grow with their characters. This 
isn't MGS4 with a deathmatch mode duct taped 
onto it. 
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THE TRADING CARD SERIES 


On Sale Nouw! 


90 Card Set Exploring the Full Spectrum of the Halo Phenomenon, 
Including Brand New Artwork and Exclusive Halo 3 Material. 
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Ratchet & Clank 
Future: Tools 
of Destruction 


Even from a newbie's perspective, Ratchet & Clank 
Future is the first real reason to buy a PS3. 
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an electric-infused whip. 











nd by “a newbie’s perspective,” | mean that|’ve never played 
A a Ratchet & Clank game before Tools of Destruction, which is 
the sixth installment in the series and the first on the PlaySta- : 
tion 3. Developer Insomniac Games is taking R&C Future back to the ~s 
grass roots of the series, focusing ona fine blend between platform- y oe 
jumping and frantic combat. That’s a big shift compared to the least , 
popular game in the series, Ratchet: Deadlocked, which focused al- ¥ 
most solely on shooting. 
Before Insomniac sought out to revitalize Ratchet & Clank for Leas 
the PS3, they created what they call the “four pillars” of Ratchet and 
Clank: Mystery, adventure, variety, and spectacle. So, without fur- 
ther adieu, let’s jump right into the never-before-seen Stratus City 
level, a new environment that GamePro got to play before all the 
other guys. 


STRATUS CITY 
You may or may not remember the debut trailer from early 2006, 
but it featured a futuristic city floating amongst the clouds with fly- 
ing cars flocking in unison on invisible freeways. If The Fifth Ele- 
ment had a cartoon adaptation, it would surely be Stratus City, the 
third level in R&C Future. Aesthetically, Stratus City falls somewhere 
between Cloud City from Star Wars and Super Mario 64’s Rainbow 
Ride. The level opens in epic fashion with Ratchet and Clank ejected 
from a plane; the player takes over the descent, dodging stray anti- 
aircraft missiles on the way down using the Sixaxis motion-sens- 
ing controls. 
When you reach the landing zone of Stratus City, Ratchet 
and Clank are greeted by evil fish-headed robot troopers called 
Drophyds, one of the distinctly humorous, quirky, or just downright 
bizarre enemies players will encounter throughout R&C Future. We 
don’t want to give away too much, but Stratus City is the epitome of 
exquisite level design with a mix between combat, exploring, plat- 
forming puzzles, swimming, and flying. The level design is so open- 
ended, players can go wherever they want in any order they want. 
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Being a city in the clouds, the easiest way to 
navigate Stratus City is to fly. By stepping on spe- 
cially marked jump pads, Ratchet can take flight 
using a set of robotic wings. The first time a flight 
pad is activated, a series of rings will appear to 
guide the player to the next objective. Or you can 
skip the rings and explore new areas for hidden 
treasures. Remember, it’s not gliding, it’s flying, 
and you'll stay airborne until Ratchet hits a wall. 

Stratus City is a challenging, yet fun level that 
holds a powerful secret that ties into Ratchet’s 
Lombax roots. I'll never tell... 


THE TOOLS OF DESTRUCTION 
The combat in R&C Future plays more like Up 
Your Arsenal, a game that is widely regarded as 
the best in the series. The experience system is 
intact. The weapon upgrade system has seen ma- 
jor upgrades, with branching upgrade paths simi- 
lar to Diablo II’s skill trees. And more than half of 
the weapons and combat devices in the game are 
totally fresh, never-before-seen pieces of equip- 
ment. Let’s dig in! 

The Negotiator isthe standard rocket launcher, 
but it’s the most straightforward of the weapons 


in R&C: Future. The Tornado Launcher emits Six- 
axis-controlled tornadoes that pick up enemies 
and send them flying into the distance. The devas- 
tating Predator Launcher fires homing rockets 
that lock onto multiple enemies. The Buzz Blade 
launches giant buzz saws that eviscerate anything 
in Ratchet’s line of sight. The Alpha Disruptor rap- 
idly fires balls of plasma, much like the Plasma Ri- 
fle from the Unreal Tournament games. And our 
personal favorite, the Shock Ravager, is an elec- 
tric Castlevania-style whip for melee attacking. 
It’s perfect for taking out shielded enemies. 

As for combat devices, we've already heard 
about the hilarious Groovitron grenade, which 
causes all enemies in the vicinity to break out in 
dance. Explosive kamakazi boogers called Plasma 
Beasts are gross, yet rather effective. One device, 
the Death Spring, is seemingly useless: it just fires 
a bunch of slinkies that go in random directions. 
Deployable and talkative Mr. Zurkon is a helpful 
robot drone that shoots lasers at nearby enemies. 
The Visicopter is a scouting device controlled 
by the Sixaxis. The Geo-Laser slices shortcuts 
through the environment. And the Swing Shot al- 
lows Ratchet to swing from grappling points, or 
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even hitch a ride on flying vehicles. One of the 
more useful tools in R&C Future is the Gelana- 
tor. Technically a weapon, the Gelanator deploys 
blocks of green Jell-O that can be used as a tram- 
poline or blockade from incoming fire. 

The items listed above are only a handful of 
the many new weapons and combat devices in 
R&C Future. Even insider journalists don’t get all 
the secrets! 


BIGGER AND BRIGHTER FUTURE 

The great thing about R&C Future is that it feels 
like a true next-gen leap for the tenacious duo. 
There’s bigger, and better, everything. The graph- 
ics look phenomenal (some of the best we’ve seen 
on the PS3), the weapons are inventive and pow- 
erful, the laughs come fast and furious, and the 
environments are so big you'll have to visit them 
twice to find every secret. | said it once, and I'll say 
it again, on October 23rd Ratchet & Clank Future: 
Tools of Destruction is the first real reason to buy 
a PS3.—Travis Moses 
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rake’s Fortune isn't just about jungle.exploration: 
f There's plenty of awesome firepower along the way. 
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Uncharted: Drake’s Fortune 


The creators of Jak & Daxter and Crash Bandicoot ditch the cartoons. 


parently, hunting down lost treasure in the middle of the Pacific 
Ocean is a lot harder than it seems. 

Sound like the preview to a Hollywood action flick? That’s essen- 
tially what Uncharted is: a tale of mystery, deception, and exploration 
all wrapped around the search for the lost treasure of El Dorado, an in- 
spiration that has drawn explorers from across the globe for hundreds 
of years. 


i N athan Drake is a normal guy caught in an abnormat-world. Ap- 
} 
i 


FINALLY, A USE FoR History CLASS 
Legend has it that Sir Francis Drake, one of the greatest English explor- 
ers in history, pursued the treasure some 400 years ago. And now, Na- 
than Drake—a direct descendant of the famed explorer—is on the hunt 
for the very same fortune. Unfortunately for Nathan, finding an ancient 
treasure is more complicated than he thought. As if putting together 
the mysterious clues and baffling leads pointing to El Dorado weren't 
hard enough, he has to deal with bloodthirsty mercenaries out for his 
hide and partners that he’s not quite sure he can trust. 
But Drake is tenacious and most of all, he’s smart, which is why 
he’s recruited the help of reality-show camera girl Elena Fisher. She’s 
crafty, reliable and quite good-looking to boot—all the makings of a 
great teammate. In fact, her TV show has funded his expedition to un- 
cover Sir Francis Drake’s coffin. But she’s also dedicated to her job and 
Drake knows that if he finds something he doesn’t want the world to 
see, he'll have to keep it from Elena. And guess what—that’s exactly 
what happens. 
Drake finds the coffin of his long dead relative, but he’s stunned to 
discover that there’s no body inside. Instead, he finds Francis Drake’s 
pak ‘ | journal, which contains a vital clue to the treasure, and rather than risk 
— a Sere, = having the world and every other treasure hunter find out about this 
id 4s crucial piece of the puzzle, Drake makes the decision to leave Elena be- 
hind. He takes off with his partner Victor Sullivan, thinking that doing so 
will keep his secret safe long enough to find the treasure. Unfortunately 
for him, Elena isn’t the type to stay put. 


Huge and beautiful, Uncharted’s mysterious islands 
| show off the PS3’s pixel-pushing powers. 


na SN TAN OUT So ances ear rts 





| A mysterious abandoned U-boat sheds 
1 Drake's mysterious journey, 
several twists and turns. 
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SILVER-SCREEN GAMING 
As you can see, Uncharted definitely has a cine- 
matic vibe, bringing to mind the whip-smart action 
of an Indiana Jones flick. It’s an ambitious project 
but if anyone can pull off the blend of movie-qual- 
ity characters and polished gameplay, it’s Naughty 
Dog. But unlike its past successes, Uncharted, the 
developer's first PlayStation 3 game, has no furry, 
cutesy characters in sight. Judging by Uncharted’s 
progress, the development team obviously has a 
firm grasp on the PS3’s hidden capabilities. 






Much like Insomniac Games—creator of 
Ratchet & Clank—left its comfort zone to craft the 
PS3 launch hit Resistance: Fall of Man, Naughty 
Dog is sailing into unfamiliar waters with Un- 
charted. Butunlike Insomniac, Naughty Dog chose 
to skip out on the PS3 launch window and bide its 
time so that it could fully leverage the power of 
the console’s hardware. And the results are obvi- 
ous: Uncharted is about as cutting edge agameas 
we’ve seen on the PS3 thus far. 

The lush island/jungle opening is a prime ex- 
ample. As Drake leaps from rock to rock and vine 
to vine in the Tomb Raider-like outdoor setting, 
his face grimaces in pain—obviously, traversing 
the rocky island landscape is no easy task. As he 


trudges through a passing stream, his pants get 
soaked but the fabric gradually dries as he contin- 
ues on his way through the jungle terrain. 


TOMB RAIDER, MEET GEARS OF WAR 

Eventually, Drake stumbles upon a company of 
mercenaries. Clinging to a nearby stone column 
for cover, Drake pulls out his pistol, peers out, 
and fires. As his enemy’s lifeless body falls to the 
ground, Drake moves quickly to a bench-height 
stone wall ahead. Gunfire erupts around him as the 
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mercs lay on some heavy fire. He crouches with 
his back to the wall, pieces breaking off left and 
right, a reminder of Uncharted’s destructible cover. 
It’s obvious that Drake can’t stay in one place for 
too long. He lifts his gun over his head and blind- 
fires a few rounds, just enough to distract his foes; 
he then pops out, takes aim and drops two more 
mercs. Now only one remains, and when the mo- 
mentis right, Drake gets right up in his face and pol- 
ishes him off with a little one-two combination. The 
close-quarters combat system rewards timely at- 
tacks with interactive and cinematic kicks and pis- 
tol whips. Picking up loose ammo and swapping 
his pistol for a better piece (he can only carry two 
guns at a time), Drake continues his search. 





We jump ahead further into the game. Drake 
and Sullivan have stumbled upon a mysteriously 
abandoned German U-boat that’s lodged at the 
end of a river. After a dip in the gorgeous water 
and a quick series of acrobatic maneuvers, Drake 
successfully enters the doomed sub. Inside the 
narrow confines of the submarine, the game takes 
on a distinctly Resident Evil 4-style view—a styl- 
ish, claustrophobic touch. Drake proceeds down 
the hallway, cranks open a few airlocks, and finally 
reaches the sub’s control room. Here he makes a 





l.Residenté 


grim discovery: the control room is nowa tomb for 
the U-boat’s former crew. Before he can get over 
the shock of seeing the skeletal remains, Sullivan 
radios in with an urgent message: He’s in trouble! 
Apparently, more pirates are on to Drake's journey 
than he had anticipated. And on that worrisome 
note, our play session ended. 

If Uncharted’s story doesn’t suck you in, then 
its gameplay and graphics likely will. Naughty 
Dog’s advanced engine produces a wide range of 
gameplay that goes beyond Tomb Raider. And if 
you're worried about the jungle setting, don’t fret: 
The storyline will see twists and turns in many dif- 
ferent locales. Luckily for you, Drake’s adventure 
resumes next month. 
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Killzone 2 


The PS3's Halo-killer gears up for 2008. 


he Helghast homeworld of Helghan is a hostile, bar- 
T ren place made up of crumbling stone, turbulent 

storms, and grim industrial fortresses. It’s this un- 
forgiving landscape that will make or break Killzone 2, the 
long-awaited sequel to the flawed but much-loved original 
game. Developer Guerilla Games knows the stakes, and 
has spent considerable time outfitting Helghan with an ap- 
propriately lethal ecosystem. 

“The Helghast have learned to harness the power the 
planet offers and have turned it into a weapon,” producer 
Steven Ter Heide tells GamePro. What kind of weapon, you 
ask? The most noticeable example is the ARC, a devastat- 
ing defensive turret that blasts invading warships with the 
hellish lightning storms that thrive in Helghan’s toxic atmo- 
sphere. Guerilla Games also promises “other environmen- 
tal hazards,” and given Helghan’s oppressive environment, 
there should be no shortage of creative deathtraps. 


BUILDING A BETTER SHOOTER 
Killzone 2is animportant game for Sony andits PlayStation 
3. This fall’s game lineup offers plenty of variety for PS3 
buyers, but nothing that can directly answer to the Xbox 
360’s must-have shooter Halo 3. That’s where Killzone 2 
will come in. The developers know the odds (they’re re- 
portedly Halo fans as well), and judging by early experi- 
ences with the game, Master Chief may have good reason 
to glance nervously over his shoulder once Killzone 2 goes 
live in 2008. 

First, the graphics. In the era of new-gen consoles like 
the PS3 and the Xbox 360, it seems like every new game 
has “the best graphics yet.” But early looks hint that Kill- 


zone 2 is playing in another league entirely, leveraging the 
PS3’s unique tech strengths (namely Blu-ray and the Cell 
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Killzone 2 takes the fight to the Helghast 
homeworld. As Sev, patt of an elite.human 
force called the Legion, you'll invade-the 
toxic planet and try to stamp out the Helghast 
menace at the source. 
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processor) to make a visual presentation beyond anything 
we've seen. How much of this gritty beauty will make it into 
the final product is still a question mark, but in its current 
state Killzone 2 is a visual phenom. The designers are using 
high-tech camera filters—including depth of field, distor- 
tion, and special processes to dynamically adjust contrast 
and color balance—to give Killzone 2 a truly cinematic look. 
And not “cinematic” in the boring sense; rather, in the “holy 
crap I’m playing a movie” sense. With the early versions of 
Killzone 2, we're finally seeing what the PS3 can really do. 


THE DoGs OF WAR 

But Halo didn’t succeed on graphics alone. Gameplay is the 
thing, and it’s here that Killzone 2 has a lot to measure up 
to. The first game was criticized for its repetitive campaign 
mode, unsatisfying weapon feel, and simpleminded artifi- 
cial intelligence. “We are of course building on our strengths 
from previous titles, and working hard to improve on their 
shortcomings,” Guerilla Games’ Ter Heide tells us. Key 
gameplay enhancements include the ability to jump (“you 
will not be able to fire at the same time”), lean and shoot 
around corners (one of many “context-based actions”), and 
the addition of smarter enemies that work in groups and 
use the environment to their advantage (“the A.I. is ultra 
challenging”). Online multiplayer battles, a major draw for 
the first game, will be a key focus for the sequel. Guerilla 
Games is keeping quiet on details for now, but they said that 
multiplayer will be an “extensive component” of Killzone 2, 
and that it will tie into Killzone.com as well as Home. 

Will the hard work pay off? Will Killzone 2 become So- 
ny’s Halo? It’s too soon to say, as Killzone 2 doesn’t even 
have a release date set beyond a blanket “2008.” But early 
looks at the game are encouraging, and the developers 
seem determined. Will it be enough to take on Master Chief? 
We shall see. 
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One war. Infinite battles. 


Engage in a mind-bending battle that will fill the 


skies with carnage and leave the ground strewn 


with destruction. And with a total of 32 players 


armed to the teeth and on the hunt, you'll find 


death waiting for you everywhere you turn. 


SIXAXIS 
WIRELESS 
CONTROLLER 


Motion-sensor input 
translates directly to 
the flaps and rudders 
of your Warhawk; 
enabling insane ma- 
neuverability and 
unrivaled control. 


PLAYSTATION 
NETWORK 


Enlist in the global 
network of gamers 
waging a neverending 
war-supporting vast 
communities, com- 
petitive clans and in- 
depth player rankings. 
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e’re not going to bore you with the basics 

W of LittleBigPlanet; that’s been covered to 

death. But for those that don’t already 

know of this game’s mega potential, here’s a brief 

elevator pitch of LittleBigPlanet’s core gameplay: 

Create. Play. Collaborate. LittleBigPlanet is a 

portal for anyone who has ever wanted to designa 

videogame, and an entryway into the game space 
for casual gamers and even non-gamers. 


WHAT'S THE LITTLEBIGDEAL? 
Mario was the poster boy of gaming in the late 1980s 
; through the early ‘90s. But LBP’s cute and cuddly 
> Sack Boy is poised to be an icon for next-generation 
gamers. His appearance (and sex) is customizable, 
his expressions iconically cartoon-ish, and his tex- 
ture so tactile you’d swear he’s a real boy (a boy 
made out of burlap, that is). Action figures, dolls, 
Saturday-morning cartoons: The possibilities are 
endless. If Sony markets this right, LBP could be the 
biggest thing since, well, Italian plumbers. 
Besides Sack Boy’s potential to be the new 
face of Sony's first-party lineup, here’s what really 
makes LBP the future of videogames. By providing 
a simple toolset, LBP allows anybody with a shred 
of creativity to design and create a fully function- 
ing level literally from the ground up with puzzles, 
enemies, and a final boss. Everything from a flight 
of stairs to a functioning windmill is created in- 
game by the player. They then publish that level 
online and let the world play their creations. Lev- 
els will be downloaded, ranked by popular vote, 
and commented upon. It’s been said before, but 
LBP is the YouTube of video games. 


ENEMY MINE 
What was originally thought to be a simple cre- 
ate-and-play game is now much more. It was re- 


Peerecinkeicicn: loF- Lol de] gelel ayers) 
f to set the mood for your level. 


LittleBigPlanet 


Original. Addictive. Simple. Could LittleBigPlanet be Sony's answer to Mario? 


cently revealed that LBP will contain enemies and 
bosses. We now have new details on how ene- 
mies will work. 

The enemies are going to mostly be “built 
things,” said LBP producer Kyle Shubel. Play- 
ers can essentially create their own enemies. Of 
course, the enemies that ship with the game are 
going to be significantly more complex and, “the 
ways you beat them will typically be with phys- 
ics and environment,” Shubel added. “It’s going 
to be about climbing up to something and knock- 
ing something down that’s going to get in [the en- 
emy’s] way and cause it to topple over so you can 
get past it.” 

There isn’t a health system, but, “there will be 
ways to die,” said Shubel. “And if you die then you 
will just respawn.” Try and try again! 


WHAT IS SPONGE? 

Sponge is the currency in LBP that allows you to 
create objects. The more Sponge a player has, 
the bigger and better objects they can build and 
create. Sponge can be found littered throughout 
most levels in LBP. 

Sponge is also available online when playing 
someone else’s level, meaning it persists through- 
out both online and offline play. If you want to put 
Sponge in a level you post online for other play- 
ers to collect, it will cost you only 1 Sponge. “We 
don’t want to penalize players,” said Shubel. “If 
someone creates a really popular level, they’d be 
tapped out all the time,” Shubel continued. “We 
don’t care because all Sponge is going to do is give 
players the ability to create more cool levels.” 

LittleBigPlanet is definitely on GamePro’s ra- 
dar. The game is scheduled for an early 2008 re- 
lease with talks of a downloadable beta in late 
2007 for the PS3. Here’s hoping. 
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To end his thirst for blood, 





you must develop one of your own. 
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At long last the Beaumont family’s quest to destroy Dracula is here for the PSP. This time it’s a double curse 
featuring Symphony of the Night and the first ever U.S. release of Rondo of Blood. The Dracula X Chronicles 


will let you drink up new game modes, items and enemies in gruesome 2D or blood-curdling 3D graphics. 
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Ah, careless destruction. Where have you been all my life? 


From raccoons to realistic combat. 
MI Punch has no time for your thievish car- 
toon shenanigans. The Sony-owned de- 
velopment studio is hard at work on a gritty new 
action project for the PlayStation 3. So far, Infa- 
mous has only been witnessed ina short but sweet 
trailer, in which we saw superhero-like third-per- 
son combat with electricity and telekinetic abili- 
ties, super-jumps, and flight. So we went straight 


to Sucker Punch to find out the secret story of this 
2008 PS3 game. 


ove over Sly Cooper. Developer Sucker 


HOW DO THE SPECIAL POWERS AND 
WEAPONS WORK? 


Sucker Punch: That answer will very much de- 
pend on how the player progresses through the 
experience. If you are a squeaky clean, white-hat 
player, you'll have distinctly different powers than 
someone whois leaving an indiscriminate wake of 
destruction behind them. There are powers that 
affect people, which affect property, and some 
that help you unravel the storyline. 


CAN YOU DESCRIBE THE VILLAINS 
FROM THE FIRST TRAILER? 


The creature we showed in the trailer is clearly 
of the larger “boss” style, and it occurs at about 
the middle of the game. There will be more ene- 
mies along that vein, but plenty of other interest- 
ing characters. It’s up to the player to explore and 
uncover all facets of this story. 








THE ENVIRONMENT LOOKS HIGHLY 
INTERACTIVE. HOW CAN YOU USE 

THE CITY TO ENHANCE TRAVEL AND 
COMBAT? 

Using the city terrain (not just the ground) to your 
advantage is a big part of what we want the Infa- 
mous experience to be about. But it’s more than 
just a static object to be climbed on. The city is re- 
ally a character in the game, which also evolves 
as you play it. 


IS THE CITY FROM THE TRAILER THE 
ONLY ENVIRONMENT IN THE GAME? 
How BIG IS IT? 

The game takes place in a large open environ- 
ment—so, yes it’s the “only” one, but the sections 
you saw are a tiny fraction of the whole game. 


WHY THE TITLE INFAMOUS, AND 
WHAT'S THE “TRAGEDY” THE MAIN 
CHARACTER UNLEASHED THAT 
GRANTED HIM SUCH POWER? 


Infamous is all about the choices you'd make if 
you were suddenly wielding superpowers. Would 
you go on a rampage? Exact revenge? Protect the 
innocent? Maybe alittle of both? These are the sit- 
uations you'll face in Infamous. The tragedy is at 
the center of the story, and the storyline of the ti- 
tle will unwind that mystery. Even in the logo for 
the game you can see the duality between fame 
and infamy. 
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Polyphony Digital is busy tuning GT5 Prologue 
for maximum performance. 





Gran Turismo 5 Prologue 


Polyphony Digital gets its hands dirty. 


ran Turismo 5 will roar onto the PS3 in 2008, 
but before then you'll get your taste of GT 

with Gran Turismo 5 Prologue this fall. 
Prologue will be available on Blu-ray disc or 
by download from the PlayStation Network, and 
while it serves as a GT5 preview; it will be a full- 
fledged game unto itself, too. You'll drive 40 cars 
over five tracks, including the Eiger Nordwand, 





the Longdon City Track, and Suzuka in Japan from 
Gran Turismo HD. So right there you know there’s 
got to be more to come. 

But Prologue will introduce a nice pack of GT 
firsts. You'll race against 16 competing cars in- 
stead of the six you faced in GT4. Plus, there’s a 
new physics engine with improved A.|. and real- 
time quick tuning. 





Additionally, for the first time the series sup- 
ports online racing, too, with 16 competitors at a 
time and a packed online interface that includes a 
personal page for setting up races, chat and stor- 
ing cars in a virtual garage. 

Gran Turismo 5 remains the only console game 
with enough pull to come out in installments, but 
Prologue looks like more than just an introduction. 
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Stunning realism. When you take the wheel of GT5 Prologue 
this fall, you'll get a taste of the next Gran Turismo. 
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God of War: Chains of Olympus 


Kratos, meet PSP. 


here’s nothing like complimenting the new 
slim PSP with Kratos’ patented blend of de- 


structive combat and sheer badassery. God 
of War: Chains of Olympus is the first God of War 
game to grace the PSP, and will no doubt be one 
of the handheld’s best. 

But what's it all about? Chains of Olympus will 
span Kratos’ ten years of bondage to the gods and 
serve as a prequel to the original PS2 classic, God 
of War. Built from the ground up for play on the 
PSP, it sports a tailor-made engine and a rebuilt 
control scheme, both of which are specifically de- 
signed to capture the original’s unique look and 
nuanced feel. 

Game director Ru Weerasuriya from developer 
Ready at Dawn gave us the inside info on what to 
expect when war hits the PSP early next year. 


ON GAMEPLAY ELEMENTS FROM 

Gop oF Wa~R II: 

We evaluated a number of God of War II mechanics 
when developing God of War: Chains of Olympus, 
mainly because we wanted to make sure that we 
gave the player the best possible experience with- 
out sacrificing the integrity of the timeline and of 
the franchise as a whole. You'll see some mechan- 
ics from God of War Il used in our game but with a 
different twist or integration into the story. 


DESCRIBING NEW WEAPONS: 

Giving Kratos new weapons is a must for the fran- 
chise; however, our approach was slightly differ- 
ent than in the previous God of War games. The 
weapons and magic that Kratos will obtain are an 
essential part of the story, and the gameplay asso- 
ciated with them has a direct impact on how the 
events unfold and how the player will be able to 
progress in the game. 


a) 


ON RETURNING CHARACTERS: 

There will be new and returning characters in 
Chains of Olympus. You'll encounter some famil- 
iar faces seen in the previous games. For example, 
Athena makes a few appearances. These encoun- 
ters will tie into the overarching story of the God of 
War franchise and shed more light on some of the 
events in the previous games. Plus, new charac- 
ters will be introduced and their impact will shape 
the mythology of God of War and the life and ac- 
tions of Kratos. You'll see enemies old and new, 
but with a slightly different take to them. 


ON KRATOS’S SLAVERY TO THE GODs: 
The gameplay in Chains of Olympus is tied to Kra- 
tos as a mortal and slave to the Gods. Exploring 
that period of his life allowed us to play with dif- 
ferent game sequences and opened new doors to 
what we could do with Kratos. 


ON THE GAME’S LENGTH: 

| can assure you that this game will play for as long 
as it takes to tell the story of Chains of Olympus. 
It’s a very important time in Kratos’ struggle that 
has great repercussions on the mythology of God 
of War. As for when it ends, there is still more to ex- 
plain about Kratos’ past, present and future. Chains 
of Olympus is only a part of a greater story. 


BRUTAL KILLS AND FINISHING MOVES: 
| would love to explain them but! don’tthink| would 
do them justice—they are better served when peo- 
ple get to see them. None of the kill moves from 
the previous games have been used for Chains of 
Olympus. We are bringing back some familiar ene- 
mies, but decided to give the player new endings to 
their combat sequences. As a teaser, | can tell you 
that we’ve added an alternate death to enemies, 
beyond the one involving Blade combat. 


Brutal new moves and more epic battles accompany 
Kratos in his first adventure of the PSP. 








Where's 
David Jaffe? 


The famed God of War creator 
enlightens GamePro on his new 
development studio. 


We sit down with famed God of War creator 
David Jaffe at his Salt Lake City studios, Eat 
Sleep Play, to discuss his new projects and 
the current state of the industry. While Jaffe 
Sm aren wvaiare lc) elciare cial emaliomrehiz-}helctomci al Ma claat-lial 
with Sony. 


WHAT'S THE REAL MOTIVE 
FOR STARTING YOUR OWN 
INDEPENDENT STUDIO? 


Jaffe: Well, there is [a financial increase]. It 
is “risk for reward.” Everybody here owns a 
piece of the company. We have a better shot 
at returns. | saw the God of War II launch 
party at the Metreon, and it was so grand. 
It was so beautifully, wonderfully over the 
ico} opm olUL al maclanicanlolcimcyiatiatemaalclacM dalla) diate pam 
didn’t own any of this. It is great, but that is 
all Sony’s.” There comes a point when you 
give your blood, sweat, heart and soul to 
something, and you want at least a little bit 
of ownership. 


WE HEARD THAT YOU HAVE 


THREE-GAME DEAL WITH SONY, 
AND THE FIRST GAME IS TWISTED 





METAL. 


That is incorrect. No, we’re dealing with the 
MANZE) Colo MU (clec] Molo] aem sill mtatcMialactoi-lacte loli are nce 
be original IPs for Sony. 


CAN YOU TALK ABOUT ANY OF 
THE GAMES? 

| can’t disclose themes, but the [first] new 
game is medium-to-hardcore in terms of 
gameplay and will focus heavily on 
ranleiiel e)t-\ ic) em Morel alaveyac-limcomelalcli Mia 


DO YOU WANT TO WANT 
TO AVOID MULTI-PLATFORM 
RELEASES? 


Right now all of our energy is going towards 
these first couple of games with Sony, and | 
would be really surprised if you saw us leaving 
the Sony family when it comes to consoles. 


HOW DO YOU RATE THE CURRENT 
STATE OF THE VIDEO GAME 
INDUSTRY? 


| would probably give things a “B minus.” 
| think things are good and in some cases 
things are stunning and great. | am a little 
vo}iaxe|fr-] 0) oXoliaitcle Mine) aam-Weld-t-) ehicM-ye-1alol oe) | ala 
When the game is over, does it stay with you? 
IM ialial @-xelantcne(omm=1U) a paelacKo)arclamagt-lamalole@many-1e 
hasn't really lived up to what | hoped it would 
be as when! was a young kid playing Atari. 
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EH - This month, GamerHelp takes your hand and guides you through the most 
backbreaking moments in Heavenly Sword because who needs a walkthrough 
filled with tripe like: “and then walk through the door to enter the next room?” 
The answer is: no one. With these key strategies on your side, the game is as 
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The 6 Most Punishing Moments in 


Heavenly Sword 


good as beaten! 


Retaliating Against 
the Night Attack 


Difficulty: Moderately Hard 


The Night Attack sequence difficult mainly 
because this is not only one of the very first 
things you do in the game, this is also the first 
time in Heavenly Sword where you use ar- 
rows. There is literally no tutorial or explana- 
tion on how to do what you need to do. 


Step I: 

Bohan’s foot soldiers will attempt to sneak up 
on your fort from three directions: from the 
front, left, and right. Make sure you vigilantly 


ing the building. 


4 guard each area to prevent them from reach- 


Step 2: 

Snipe distant enemies by using the Sixaxis to 
guide your arrows and use quick shots to kill 
off enemies that have made their way within a 
few feet of the fort. 


Step 3: 


of targets, and then keep your PS3 controller 


Keep trying to impale the invaders with your ar- 
> si rows. To maximize precision, aim at the center 


level at the time of firing (as if the arrows were 
being fired out of the controller’s USB port). 


Step 4: 

Remember that arrows not guided with the Six- 
axis are a great deal less deadly and if you don’t 
nail someone in the face or chest with the quick 
shot, it will take several arrows to kill them. 








And How to Beat Them PSB 


Defending Shen 


Difficulty: Moderately Hard 





As Shen bleeds all over the place during his 
escape, he is completely defenseless. Rain 
down on his attackers with arrows to shield 
your injured ally. 


Step I: 

The archers to your left are the first enemies 
that you need to gore with your arrows. After 
you take them out, Shen will come into sight. 


Step 2: 

As Shen hobbles towards you, fire on the first 
wave of soldiers by guiding your arrows into 
their flesh with the Sixaxis. The enemies come 
from your side of the bridge, so tag them as 
soon as you see them. 


Step 3: 

Make sure you kill off the attackers who are 
closest to Shen first because once one of 
them gets to him they will execute him with 
a single blow. 


Step 4: 

Eventually, attackers will emerge from behind 
Shen, and you'll have an even shorter amount 
of time to nail them, and even less of a chance 
to miss your living targets. 


Step 5: 
You can use the second camera that is on Shen 
to spot soldiers coming from behind. 





































Whipping the Life 
Out of Whiptai 


2 > 


Difficulty: Hard 





Definitely one of the toughest bosses in Heav- 
enly Sword is this rotten toothed female crea- 
ture. In order to vanquish Whiptail for good, 
you'll have to fight her in two sequences, but 
you should be able to conquer her if you follow 
these guidelines. 


Step I: 

Use your more focused range attack by press- 
ing and holding L1, and then press Triangle 
to break the narrow waves Whiptail sends in 
your direction. You won't take damage from 
these if you time your attacks correctly. 


Step 2: 
Charge after her once she’s still and press Cir- 
cle to counter her grabs. Belt her with your 
combo attacks when you see the opportunity 
to do so. 


Step 3: 

Whiptail will start using different wave attacks, 
tidal waves that can only be shattered by using 
your widest-range attack. Do so by pressing 
and holding L1, and then press Square before 
the waves smash into you. 


Step 4: 
You'll eventually get the chance to press Circle 
to gouge her tail with your weapon. Do it. 


Step S: 

Continue to whittle down Whiptail’s health and 
stab her tail once again. After you’ve beaten 
her significantly, you'll be able to drown her to 
complete the first sequence of this boss fight. 


Step 6: 

Once the second sequence of this fight be- 
gins, use the same tactics as before and wait § 
for the final Circle prompt that notes the end | 
of the battle. 


~~ 
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Stomping a Roach 


> > 


Difficulty: Hard 





Bohan’s son is fat and stupid, but what Roach 
lacks in fitness and intelligence, he makes up 
for in raw might. Unless you know how to 
slowly chip away at this walking behemoth’s 
defenses, you don’t stand a chance. 


Step I: 

Roach will immediately start doing his Sonic 
the Hedgehog impression once this battle has 
begun. After he stops spinning, he'll be fa- 
tigued and vulnerable to your attacks. 


Step 2: 

You need to wait until your lardy enemy stabs 
his blades into the ground which will make him 
stuck. Run behind him and press the sequence 
of buttons as they flash across the screen to 
rip off part of Roach’s turtle shell-like armor. 


Step 3: 

An effective strategy to use when he keeps 
blocking is to simply roll out of the way and 
strike him from another angle. 


step 4: 

Roach will stick his weapons into the ground 
two more times, and you need to get behind 
him and press the sequence of buttons as 
they flash across the screen each time he 
does. The third time you do this, Roach’s 
back armor will shatter. 


Step $: 

Your massive foe will become enraged once 
you've cracked his favorite fashion accessory. 
He’ll jump up into the air and then land, using 
his weight to demolish the arena. Roach will 
attempt to use your body as a Louisville Slug- 
ger to smash nearby structures, so press the 
sequence of buttons as they flash across the 
screen to prevent this from happening. 


laying Flying Fox 


2 


Difficulty: Very Hard 


If you thought beating Flying Fox was rough 
the first time you encountered this repulsive 
character, put on your diaper because this 
second encounter with the annoying enemy is 
about to get ugly. These tips will enlighten you 
on the trick to killing him once and for all. 


Step I: 

Counter Flying Fox’s projectiles by striking 
them out of the air just before they smack 
into you. He’ll send a few your way before he 
moves on to different tactics. 


Step 2: 

After he’s done throwing things at you, lay 
into Fox with a combination of your speed 
attacks and power attacks. Make sure you 
aren't just standing in one spot when he 
strikes back at you. 


Step 3: 

When you've depleted enough of Fox’s health, 
he will summon a couple of clones to take over 
the fight for him. Destroy these look-alikes as 
quickly as possible and then direct your on- 
slaught at Fox. 


Step 4: 

Fox will eventually summon another huge 
group of clones that almost fill up the entire 
arena. Your range attacks are highly effective 
in this situation and can clear them out with 
minimal effort. 


Step S: 
Once Fox has received a considerable clobber- 
ing, switch perspectives and play as Kai for a 


brief moment. Shoot an arrow into the winged 
freak to end his life and this boss battle. 


sel dealterms 








ishing Bohan’s Army 


> ad 


Difficulty: Very Hard 


Slaughtering your way through Bohan’s le- 
gion of warriors is unquestionably the tough- 
est moment in Heavenly Sword. You won't be 
able to beat this part of the game while slouch- 
ing in your couch, unfocused and trying wolf 
down a 7-Eleven taquito cream log. 


Step I: 
Thwart Bohan’s army’s attempt to penetrate the 
fortress’ wall by using a cannon to fire on them. 


Step 2: 

The rushing infantry are like ants to the strong- 
hold, so don’t waste a single projectile on 
them. Instead, fire on the approaching cata- 
pults by perpetually launching cannonballs 
in their direction, aiming for their weak points 
which are indicated by four red circular ob- 
jects on them. 


Step 3: 

While the catapults are your primary threat, 
you cannot let the burning barrels make con- 
tact with the wall as a single hit by one of 
them will take a significant chunk out of the 
wall’s strength. 


Step 4: 

You have to wreck Bohan’s catapults quickly 
because when they get within close enough 
range, you're finished. The trick to nailing 
things with the cannon is aiming above your 
targets and then dipping down at the last min- 
ute. This is because cannonballs are too heavy 
to catch wind and they only move in a down- 
ward direction after they've been dispatched. 


ee CONTINUED > 














ating Puzzles ] 
Breaking into the Banquet Hall ] 


To get the circular door which leads to the banquet hall to open up for you, first q 
climb the ladder to the wooden structure to your right. A box of aerodynamic 
hats is on the structure. Press x to grab one, point your body in the direction of q 
the statue in front of the banquet hall, throw the hat, and guide it into the statue’s 4 
shield. You must get it to ricochet off the shield and then hit the gong facing it. q 


Password to the Armor y ' -+,) GUITAR HERO ENCORE: 
The voice over the loudspeaker tells you that you can acquire the password for the < : Rocks THE 80s 

d | armory from the commander of the West Tower. He won't give it to you once you é 
get there and you need to fire a flaming arrow towards the West Tower, through WAY E-VEle)\\ WPA 
its small window and into the pile of explosives to convince the commander. f 


Prison Puzzle ) 
To solve this puzzle during Chapter Two, pull the lever to send the ladder down v 
and then climb it. Strike the gong at the top of the ladder and enter the closest 
open cell to you. Take a hat out of the box in the cell, exit the cell, and throw the 
hat, guiding it into the gong on the opposite side of the room. Go through the f 


Cheats: At the main menu, enter the following codes to 
unlock the corresponding cheats. If you entered a code 
correctly, the cheat will take effect immediately. 


Air Guitar: Press Yellow, Blue, Yellow, Orange, Blue, Blue. 





door that opens and then use a hat in the next box you come across to hit the Eyeball-Headed Crowd: Press Yellow, Blue, Orange, 
last gong. Head through the door that opens and then pull the lever to free your ; Orange, Orange, Blue, Yellow. 
‘J clansmen who are trapped on the ground level. Flame Head: Press Yellow, Orange, Yellow, Orange, 
‘ paralyzing your Friends i Yellow Orange, Blue, Orange. 
While not your traditional puzzle, the dilemma towards the endofthethirdchap- |, | Horse Head: Press Blue, Orange, Orange, Blue, Yellow, 
ter is a puzzle of sorts. While stuck in a pit with your own clansmen who are be- gf i Blue, Orange, Orange, Blue, Yellow. 
ing forced to fight you, you need to paralyze as many of them as you can. Take Hyper Speed: Press Yellow, Blue, Orange, Orange, Blue, 
them on one-by-one to reduce the amount of casualties and use the paralysis & Yellow, Yellow, Orange. 
technique instead of hacking them to death f F Monkey-Headed Crowd: Press Blue, Blue, Orange, 
' ' Yellow, Blue, Blue, Orange, Yellow. 
ft m Petes AP kuadet adh pees a é Performance Mode: Press Blue, Blue, Orange, Yellow, 
saint wtecettcmonne =e” . iteanicnaiiiliiiea Yellow, Blue, Orange, Blue. 
j Unlock Everything: Press Blue, Orange, Yellow, Red, 
5 « Orange, Yellow, Blue, Yellow, Red, Yellow, Blue, Yellow, 
Aven i) Tips 4 Red, Yellow, Blue, Yellow. 
- o i 
Make them Stay Down § 
Make sure you always stab every enemy you've knocked off their feet. They won't ; 
get back up when you do this and multi-enemy skirmishes will be alot shorter ¥ THE HARDEST BossEs OF ALL TIME 
when you implement this strategy. ¢ Only in video games is it socially acceptable to kill your 
ha i boss, Feast your eyes on this sample from GamerHelp’s 
Hats, Corpses, a nd swords 4 list of the hardest bosses in video game history. Like 
Dead enemies drop weapons and objects that you can use as projectiles. These # what you see? Get the full three-part feature by logging 
can be used either as weapons or to solve puzzles, and if the enemy doesn’t drop } on to GamerHelp.com! 
anything you can use their body as a projectile instead. 
; 4 MIKE TYSON 
3 ’ 
Glowing Red Vases , (MIKE TYSON’S PUNCH-OuT!!/NES) 
Be sure to keep an eye out for glowing red vases which are scattered throughout ¢ The pixilated version of the man who 
the game. Smashing them will give you points which unlock concept art, videos, once said “| want to kill people and | 
and other delicious bonus content. i | want to rip their stomachs out and eat 
r . Tp, 4 ‘ : their children,” is almost as frightening 
Hellish Heavenly Sword i 


as the real thing, and battling Iron Mike 
himself in Mike Tyson’s Punch-Out!! for 
the NES is positively one of the most gru- 
eling boss battles ever put into a video 
game (probably because the program- 
The Red Death : mers feared Mike kicking their asses if they didn’t make 
An enemy that starts to glow red is executing an ; him hard enough to defeat). 

unblockable attack. Use the right analog stick to roll / To beat Tyson, you need to dodge his certifiably in- 













Think the game’s too easy or just wondering if it has % 
replay value? Complete Heavenly Sword in its en- 
tirety and Hell Mode, a much harder difficulty set- 
ting, will be made available. 


out of harm‘s way whenever an enemy unleashes sane fists during the first round at all costs because a sin- 
attacks on you while in this state. gle hit will knock you into a coma (you can’t even block 


¢ them). Once the ear-eating maniac starts to wink, that 
Many Ways to Massacre Z is your cue to prepare for his hooks. He will continue to 
¢ 


There are over 120 combos that you can unlock in pummel you with a combo and attacks he used in pre- 
Heavenly Sword. Make sure you view each from the vious rounds. The trick to punching him out for good 
combo menu and practice them all so they become j is surviving the first hellacious minute and a half of the 
part of your killing repertoire. match, blocking, and countering him once he unleashes 
his combos. 
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Ask any movie nut to name their top 10 action movies of all time and chances are John 
Woo’s 1992 masterpiece, Hard Boiled, will appear on that list. With its epic shootouts, | g 
intense cinematography, and the presence of the charismatic Chow Yun-Fat as Inspec- $ fs 
tor Tequila, it stands out as one of the best action movies ever produced. pe J 


Alas, Woo and Yun-Fat never teamed up for a sequel, leaving the world to dream and 
wonder “What if?” Well, it’s been 15 long years but the answer is finally here in the : 
form of Midway's video game “sequel,” Stranglehold. # 


Stranglehold is not perfect by any means, but its mix of gun-heavy action and slick 
presentation made it hard to resist. So while heavweight titles like Castlevania: The 
Dracula X Chronicles, The Legend of Zelda: Phantom Hourglass, and Metroid Prime 
3: Corruption were also reviewed this month, it was Stranglehold that squeezed our 
gaming hearts in a vice-like grip and refused to let go. 


Reviewer Cameron Lewis had the enviable task of stepping into the shoes of Inspector 
Tequila and he lives to tell the tale in our in-depth review. Just don’t ask him how many 
bullets he expended during his play through: He lost count after a million. 
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Metroid Prime 3: Corruption (Wi 








Final Fantasy Tactics: The War of the Lions (PSP)... 





MySims (Wi 
Jackass: The Game (PSP)........ 





Skate (Xbox 360) 








Stranglehold (PS3, Xbox 360)... 





Touch Detective 2 ¥2 (DS). 





5 Reasons GamePro Killed Personas 


It's official—we finally killed the GamePro personas. Why the switch? Rebel Princess 
2006-2007 
. Increased editor accountability. No more hiding behind fake names! 


“Nine frags 
D 
. Game blog teasing pushed us over the edge. That's right, mean old Kotaku and pala and counting” 


Joystiq—your constant persona-bashing made the GamePro editors cry. (*sniff) 


. Nobody knew who the hell we were. How does “Mr. Marbles” introduce himself “Visit Games. Net piz.”| 


at the Halo 3 launch party? Veeery carefully. 


. New editors were using increasingly bizarre persona names. The last year saw 
Ahoy_And_Avast, Papa Frog, and Hamster4Sale. We knew personas had jumped 
the shark when an editor picked “Crotch Violence.” 
Brother Buzz 
. It’s just plain easier this way. Real people use real names, right? i 1989-2007 
Vicious Sid 
pavenyan 1998-2007 
while it lasted.” / 
“| hate the Sex Pistols.” ¥ 


Mr. Marbles 
2005-2007 


“The humans 


are dead.” Ahoy_and_Avast 


| Tenacious Moses 2006-2007 
Major Mike 2005-2007 


1995-2007 Hele 


“Does this mean | 


“| fire back.” can cash inonmy [i Long-Haired Offender 
own life insurance?” | 2005-2007 


“Metal is forever!” 





GAMEPRO’S RATING SCALE 


Behind the numbers: 


The best of the best. If you don’t own this game, you should. 
Think Halo, Zelda, Resident Evil, and Metal Gear Solid. 


Highly enjoyable, but falls short of true greatness. 
e we The Fight Nights and Tony Hawks of the world. 
Approach with caution—try before you buy. Enter the Matrix 
e = e and the Dynasty Warriors games fall squarely in this category. 
Games that score 4.50 or higher are awarded 


Should come with a sticker: “Warning, contains poisonous Bur covdted Editors Chole Award 
e ace e amounts of suckage.” Remember Backyard Wrestling? 


An absolute insult to humanity. 
e ="WJe Kill it with fire and holy water. 





With this many bullets flying your way, there’s 


no bad time to turn on Tequila Time. 


STRANGLEHOLD 


An army of bad guys, an uncountable number of bullets, 


he iconic Inspector Tequila, as portrayed by 
Chow Yun-Fat, is back in this video game 


sequel to John Woo’s 1992 Hong Kong action 
classic, Hard Boiled, and the intervening years 
haven't done much to soften his penchant for 
shooting stuff up. 


HEROIC BLOODSHED REDUX 

Though a missing policeman’s corpse gets 
things rolling with a bang, the contrived plot and 
awkwardly delivered dialogue exist as a paper- 


You see, this is why you don’t cook up your 
drugs ina highly unstable lab in shantytown. 


Sh 


thin foundation on which the gunplay is built. 
It's disappointing but when was the last time you 


demanded Oscar-caliber performances from an‘ 


action film, let alone a video game? 

As ham-fisted as the facial contortions of these 
digital actors might be, there’s no denying the plea- 
sure of a glossy style unhindered by complicated 
substance. Every last area is completely devoid 
of civilian presence, so there are no innocent by- 
standers to protect or moral ambiguities to weigh. 
The result is initially jarring in its sterility, making 
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™ Developer and P r: Midway 


you feel more like an actor on a sound stage than 
a super-cop on a mission. Once the lead starts fly- 
ing, though, the proceedings are so drenched with 
cinematic flair that you'll cease to care. 


ENVIRONMENTAL DESTRUCTION AGENCY 
The truth of the matter is that the environment 
isn’t just a character in Stranglehold: it’s the 
true star of the show. Whether you're pound- 
ing through a Hong Kong Marketplace or racing 
down rows of terra cotta soldiers in the Chicago 
History Museum, damn near every last inch of 
scenery is just waiting to be laid to waste. Bullets 
streak through the air with visible trails and slam 
into walls and obstacles, disintegrating anything 
unfortunate enough to be in their flight path. 
The little details also shine: Hit a wall near an 
enemy, and the plaster launched at his face might 
force him to cover his eyes. Take out a support 
beam bestowed with a tell-tale glint sparkle, and 
tons of concrete could crush your foes, or trig- 
ger a fiery explosion that sends rubble and bod- 
ies flying. Not even enormous marble statues 
and dinosaur skeletons are immune from being 
pounded into a fine dust. This all makes for rich 
and detailed visuals, but the fact that precious little 
cover lasts long also keeps the action moving. 


BRUTAL BALLET 

The controls behind all this gunplay are inter- 
esting as well. Running and gunning is simple 
enough, thanks to the omnipresent reticule in the 
center of the screen that lights up red any time 





a fleshy target rests behind it, but Tequila inter- 
acts with the environment in ways no other ac- 
tion character can. Run into a table, and he'll slide 
across it like a greased-up Duke of Hazzard. It’s 
hard to shake the feeling that you’re ice skating 
when you start diving through the air and grind- 
ing down banisters with the left trigger. Think of 
it as Tony Hawk with submachine guns. 
Everything you can exploit lights up when 
you're in range, from banisters to rolling service 
carts to crystal-laden chandeliers, and doing so 
automatically kicks in slo-mo Tequila Time, letting 
you perforate scumbags before they get close. 
The more you take advantage of the environment 
during each prolonged slaughter, the more style 
points you'll rack up, which in turn fills up a Te- 
quila Bomb power meter you can tap for health, 
a long-range slo-mo precision shot, a temporary 
god mode, uber-ammo rampage, or a dove-re- 
leasing spin attack that drops every fool in range. 


CHICAGO Loop 

As empowering as all these options are, the 
whole business is fundamentally repetitive. With 
only rare exceptions—like controlling a helicop- 
ter’s gun, or manually deploying guitar cases 
packed with supplies—your job is to simply 
stampede from one colossal set-piece to another 
while killing anything that moves. 

That enemies react realistically when shot in 
particular body parts is a nice touch, but every 
thug seems to withdraw from the same anima- 
tion bank, causing them to blend together into 
one generic badass, whether wielding a sniper 
rifle or a set of throwing blades. Similarly, you'll 
run into showdowns pretty regularly, where you 
must lean away from gunfire Matrix-style with 
the left thumbstick while targeting with the right, 
but these encounters quickly come to feel hollow 
and gimmicky, and fail to capture the true tension 
of John Woo's signature Mexican stand-offs. 


SAVING GRACE 

Apart from its inventive destructible environments, 
there are two things that save Stranglehold. The 
first is its shrewd pacing: New weapons, abilities, 
and environmental interaction options are intro- 
duced often enough to sustain strong interest, and 
the difficulty ramps seamlessly from early grunts 
that drop from a single gunshot to psychotic charg- 
ing bulwarks that absorb entire clips. 

The other is the flexibility of the combat sys- 
tem. You might die too often because a particu- 
lar pillar or wall corner won't let you adhere to it 
the way it’s supposed to; but whether you play 
run-and-gun or stop-and-pop is up to you, and 
your skill level more than blind luck or devel- 
oper handholding that will determine your rate 
of progress. Freedom of play style makes up for 
alotin a world that comes apart at the seams too 
readily, even if it can’t quite elevate the experi- 
ence, as a whole, to must-buy status. 


Att DRESSED Up, NoBopy To SHOOT 

Unfortunately, as compelling as Stranglehold’s 
single-player campaign is, the multiplayer 
mode is woefully underdeveloped. Featuring 
only deathmatch and team deathmatch modes, 
a maximum of six players, downgraded online 
graphics, and less impressive versions of the 
seven main environments, there’s just not much 
to keep you coming back for more. Even Tequila’s 
unique powers don’t quite fit, with slo-mo that 
can only be triggered with a full meter, and pain- 
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up big, and take a whole mess of bad guys with them. 


fully unbalanced insta-kill maneuvers granted to 
whoever best memorizes paper crane power-up 
locations. Expect a hard time finding matches 
before long. 

As disappointing as the lack of a compel- 
ling online component is, playing action hero 
is pretty much a solo activity anyway. Strangle- 
hold might stumble occasionally under its own 
ambitious weight, and might not quite deliver 
on all its promises and potential, but it’s still a 
unique and absorbing eight-hour tour through 
a legendary action director's potent, unfilmable 
dreams.—Cameron Lewis 








FUN FACTOR ©: 


4.00 


+ OUT OF 5.00 
PROS: Stylish, beautiful visuals; environmental 
destruction; action-hero acrobatics 


CONS: Fundamentally repetitive; using cover 
doesn’t always work; generic multiplayer 
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METROID PRIME 3: CORRUPTION 


While Samus's first Wii title proves the console can handle a first-person shooter, it’s not quite as amazing as her previous 


GameCube adventures. 


etroid Prime 3: Corruption is, forthe most 
M part, Nintendo’s first established fran- 

chise to really utilize the Wii’s motion- 
sensing strengths. With the exception of WarioWare 
Smooth Moves, Nintendo's franchises on the Wii 
have consisted of repurposed GameCube games 
(Twilight Princess and Super Paper Mario) or titles 
with traditional control schemes that make little to 
no use of the Wii's features (Mario Party 8, Mario 
Strikers Charged, and Pokémon). Playing through 
Corruption, you get the sense that this game was 


developed with the Wii in mind, a feeling that pre- 
cious few titles have thus far evoked. 

On the surface, Corruption doesn’t look all that 
different from the first two chapters of the Prime 
series. The series’ exotic extraterrestrial locales 
and characters are back in full force, and Samus’s 
inventory consists of several series staples. But 
once you get your hands on the Nunchuck and Wii 
Remote, and delve into the game’s narrative, you 
really get a sense of the major changes Retro Stu- 
dios made with this iteration. 


SAMUS AND... FRIENDS? 

Metroid Prime 3: Corruption begins on a bizarre 
note—Samus, the silent and singular superhero 
of the series starts her adventure aboard a Ga- 
lactic Federation vessel. Soon afterwards, she 
meets up with a crew of fellow bounty hunters, 
which is odd since Samus always seemed to have 
a monopoly on intergalactic adventures. When a 
substance called Phazon starts infecting neigh- 
boring planets, the hunters head off to investi- 
gate. True to form, Samus’s previously-unknown 
colleagues botch things up, and it’s up to Samus 
to explore and eradicate the cause. And this time, 
it’s personal. 

Without spoiling too much of the story, the vi- 
rus afflicting these planets makes its way into Sa- 
mus’s Power Suit, giving her some strange new 
powers, while causing her to suffer as well. Like 
the original Prime and Echoes, the plot is minimal 
and of little importance, making it easy for gamers 
unfamiliar with the franchise to get into the game. 
The aforementioned additional characters don’t 
pop up with any regularity, and you can scan vari- 
ous enemies and artifacts to learn as much or as 
little of the story as possible. 


GET YOUR HANDS ON SAMUS 

The driving force behind many of the game’s 
changes is the new control scheme, which works 
quite well, due in no small part to Retro’s decision 
to offer a high level of customization. Unlike pre- 
vious Primes, which had set schemes that flew 





against FPS genre conventions, Corruption allows 
you to tweak the Wii Remote’s aim sensitivity, en- 
gage or disengage the lock-on shooting that turned 
a few folks off the GameCube titles, and switch 
around a few of the button-based commands. 
When put into practice, the Wii's control 
scheme has its benefits and drawbacks. Motion- 
based actions, like using the grapple beam to pull 
levers and yank enemy shields or tilting and push- 
ing in with the Wii Remote to open doors, gives the 
player a refreshing sense of interactivity. While the 
aiming takes awhile to get used to, once you find 
your desired level of sensitivity, you'll find that it 
almost matches the buttery-smooth movement 
of the GameCube games. Note that | said almost, 
as it doesn’t quite live up to the past installments’ 
standard; still, it’s a vast improvement over past 
Wii FPS games that have vastly underperformed. 
While Samus still has her traditional suite of 
weaponry at her beck and call (not at first though, 
since she always seems to lose her powers for some 
unknown reason between games), the game takes 
a unique methodology to minimize weapon switch- 
ing, which was easier on the more button-laden 
GameCube controller. Basically, any new item— 
like Ice Missiles or the Plasma Beam—adds its new 
properties to your beam or missile weapon without 
taking previous ones away, so you can be assured 
that you won't have to dive through menus to find 
the weapon that will open the door in front of you. 





PHAZON, PHAZOFF 

Then there’s the Phazon—the substance “corrupt- 
ing” Samus—which adds a neat layer to the tried 
and true combat of the Prime series. By sacrific- 
ing one of her energy cells (100 units of energy), 
Samus can enter Hyper Mode. During Hyper 
Mode, Samus’s arm cannon and Morph Ball can 
emit large amount of Phazon, dealing out far more 
damage than her standard issue artillery. Stay in 
Hyper Mode too long, and you run the risk of hav- 
ing the Phazon overtake her body and end your 
game. You constantly have to keep tabs with Hy- 
per Mode. Do you have the energy cells to spare? 
Are you in danger of becoming corrupted? Retro 
Studios did a fine job implementing the Phazon el- 
ement so that it’s vital to your success but not an 
over-utilized uber-weapon, 

You'll find yourself making much more use of 
the vast weapon selection this time around. Un- 
like previous titles, exploration has now been put 
on the back-burner in lieu of action. That might 
not sound like a bad thing, but there were far 
too many forced encounters for my liking; occa- 
sions where you enter a room only to be locked 
in with easily-dispatched enemies feel like su- 
perfluous attempts to extend the action. More 
often than not, these events broke the puzzle- 
solving flow that the Metroid series is known for. 
Exacerbating the issue are the boss battles, which 
were well designed and compelling; this made the 











ordinary scuffles with lesser cronies seem that 
much weaker and more contrived. 


Less WALK, More TALK 

But the over-emphasis on action isn’t the only thing 
that makes this game stick out like a sore thumb 
from the rest of the Metroid canon. Whereas most 
of the previous Metroid titles primarily took place 
on one large planet, Corruption has you flying 
to a handful of planets, each with different land- 
ing points. Sure, bigger is usually better, but the 
sheer size of the planets and your ability to land 
in numerous places hamper your exploration and 
puzzle-solving efforts. It’s far easier to get lost in 
Corruption than in past titles and while the set- 
tings and enemies are far more diverse, it comes 
at the expense of that amazing feeling you'd get 
in previous games knowing you'd explored every 
nook and cranny of an entire planet. 

Another odd addition is the copious voice act- 
ing implemented in Corruption. Part of the charm 
of the Metroid series was the feeling that Samus 
was acting alone—she always came across as a 
lone wolf—surveying a planet on her own, with 
nothing to rely on but her skills and instincts. 
While the game isn’t littered with NPCs, there's a 
lot of interaction with fellow bounty hunters and 
objectives given from outside sources. It seems 
like this and the multi-planet settings were both 
added to make the game feel more like an action- 
adventure than an adventure-action title, which 
is a shame since it flies in the face of what made 
Metroid one of the best franchises in gaming. 


SAMUS’s SWAN SONG 

All in all, though, the gameplay in Corruption 
is pretty impressive. While it’s not quite as pol- 
ished as the first two Prime titles, it’s a shining ex- 
ample of what a shooter should be on the Wii. If 
this is indeed the end of the Prime series as Retro 
and Nintendo have indicated, it'd be a shame to 
see the control scheme retired for good. With 
multiplayer scrapped for this game, an online- 
only Metroid frag-fest would be a great idea to 
revisit when Nintendo’s Wi-Fi Connection online 
play gets more meat on its Wii bones. 

At the end of the day, Metroid Prime 3: Cor- 
ruption is one of the best titles available for the 
Wii, and a worthy pickup. Unfortunately, the ex- 
tremely high pedigree of the Metroid series is dif- 
ficult to live up to, and the game falters slightly 
when put up against some of the greatest games 
in Nintendo history.—Dave Rudden 


Metroid Prime 3 


T KMUJR to 59479 


FUN FACTOR =: 


4.25 


OUT OF 5.00 


PROS: The first-person shooter formula is finally 
done right on the Wii. 


CONS: The game feel less like Metroid than 
its forebearers. 
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THE LEGEND OF ZELDA: 
PHANTOM HOURGLASS 


Running around in little green tights is fun again, especially in public places. 











Phantom Hourglass feels like a classic 

Zelda title: It’s filled with an ungodly 
amount of content and has a deep and complex 
story that will stay with you long after you've 
reached the end. It is a worthy addition to the 
Zelda canon and only strengthens the DS’s 
already impressive game library. 


F rom the opening scene to the end credits, 


A MIGHTY WIND 

Phantom Hourglass picks up where the GameCube 
title Wind Waker leaves off, and as such, it features 
the cel-shaded visual style as well, which is defi- 
nitely a good thing. The cartoon visuals not only 
look stunning on the DS, but they feel a lot less 
childish this time around. 

Nintendo has also done a good job of fitting 
the gameplay down to the small screen. The 
upper screen of the DS displays a map most of 
the time, and you move Link around by moving 
the stylus around on the touch screen in the 
direction you want him to move. Attacks are 
executed by tapping on the screen in a variety 
of ways. Though the control scheme feels intuitive 
and inventive, there are problems: | found that 
my hand would often block the action on the 
screen and having to tap with the stylus repeatedly 
to attack felt a tad clumsy. | eventually got used 
to it but | wish Nintendo had included an optional 
control scheme that used the directional pad and 
face buttons. 





IT’S ALL ABOUT ACCESSORIZING 
Like all Zelda games, the majority of Phantom 
Hourglass is spent down in dungeons, killing en- 
emies and solving puzzles. The puzzles are pretty 
inventive and make good use of the DS's capabili- 
ties: Two of the better examples are blowing into 
the microphone to extinguish candles and stamp- 
ing amap by closing the DS. None of the bosses or 
enemies are particularly tough, so the focus on ex- 
ploration and puzzle solving is definitely welcome. 
As in Wind Waker, Link also does his fair share 
of sailing, but this time around it’s no longer a 
chore. When moving around the gigantic ocean, 
you must plot a course on a sea chart by draw- 
ing a line from your boat to your destination. The 
boat then goes on autopilot and you are left to 
man your cannon and dispose of any monsters or 
sea traps that may pop up. It’s an interesting ad- 
dition that really makes those times spent on the 
high seas enjoyable. 


Lock AND LOAD 

| also appreciated the way in which the designers 
took familiar concepts and tweaked them to take 
full advantage of the touch screen. For instance, 
you can physically draw your boomerang’s flight 
path with the stylus, which proves handy not only 
in battles but with puzzles as well. The game also 
introduces a new weapon to Link’s arsenal, the tit- 
ular Phantom Hourglass, whose function and se- 
cret | won't spoil for you. 





& Developer and Publisher: Nintendo 


There is also a multiplayer mode that’s remi- 
niscent of Four Swords. It’s not terribly innovative 
but it is fun for short bursts and only requires one 
cartridge. All in all, Phantom Hourglass is a suc- 
cessful sequel that improves on everything that 
its predecessor did right. It is a title that all Zelda 
fans should get their hands on—it'll make the wait 
for the next home console Zelda title that much 
shorter.—Todd Melick 


PROS: Gorgeous graphics and sound; classic 
Zelda game play without all the fetch quests 


CONS: The DS touch screen control scheme is 
sometimes tedious 
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SKATE. 





For better and for worse, Skate is the most realistic skating game around. 








lutionary. In fact, the premise is pretty generic. 

You play a no-name skater who starts at the 
bottom and works his way to the top. You travel 
around a map to hot spots and complete a variety of 
objectives—do a particular flip trick here, get a set 
number of points there—to earn cash and fame. 

On a technical level, Skate also just “skates” 
by: The graphics are pretty good but not ground 
breaking and the soundtrack features a generic as- 
sortment of pop and rap music hits. So what does 
Skate bring to the genre that’s new and innovative? 
The clearest answer lies in the control scheme. 


I terms of gameplay, Skate isn’t exactly revo- 


OLLIE OLLIE OXEN FREE 

Unlike Tony Hawk, which relies mostly on but- 
ton combinations, Skate utilizes a rather unique 
control scheme called Flickit. To push off on your 
board, you press or hold the X and/or the A button. 
Once you get rolling, you perform tricks by flick- 
ing the right analog stick around in various direc- 
tions. For ollies, you pull down then push straight 
up, for kickflips you push up diagonally, and pop 
shuvits require a Street Fighter II fireball motion. 

Grab tricks are a little different: The left and 
right triggers activate your skater’s left or right 
hand for grabs. You can “tweak” the board for 
different tricks like Christ Airs by moving the 
right analog stick in different directions or by 
pushing the B button. 

To grind, you have to ollie up to a ledge or rail 
at different angles and set your board depending 
on the grind you want to do. For instance, to do a 
50-50 grind, you just ride straight up to the rail and 
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ollie onto it. A crooked grind requires you to tweak 
the board to the appropriate angle. 


Grip(E) TAPE 

You really do have to play the game to get a feel 
for how the control scheme works. The learn- 
ing curve is steep but once you get accustomed 
to it, it’s pretty intuitive. Unfortunately, it isn’t 
perfect. The control input difference between 
two flip tricks is often negligible on the analog 
stick, so you'll often find yourself doing one trick 
when you meant to do another. Grabs are also 
insanely difficult because of the finger gymnas- 
tics necessary—some of the harder grabs involve 
multiple fingers, all doing different things. 

Skate will also force you to rethink the way 
you approach virtual skating. You can’t sim- 
ply skate around, magically hop onto stuff, and 
trick out 12 million point combos. Instead, the 
play mechanics mimic real skateboarding to a 
fault: you'll need to push and build speed, take 
proper angles toward obstacles, and ollie up at 
the right time. Get any of these aspects wrong, 
even by a hair, and you'll be eating a mouthful 
of concrete. 

The result is a brutally unforgiving experi- 
ence. You'll spend more time resetting your 
fallen skateboarder than anything else. 


HELLACIOUSLY HARDCORE 

Still, Skate is a good digital representation 
of street skating. The Flickit system gives the 
onscreen action a nice visceral edge. The roster 
of pro skaters is impressive. And the video and 
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®@ Developer: EA Black Box @ Publisher: EA Games 





photo sharing via Xbox Live is interesting and 
forward-thinking. If you’re patient with the con- 
trols, you will have your moments of fun and un- 
like Tony Hawk, where you just skate from one 
ridiculous 35-trick combo to the next, you'll feel 
an actual sense of accomplishment when you fi- 
nally nail a difficult trick. 

It’s obvious, however, that Skate is still one 
or two sequels away from achieving its true po- 
tential. This is a good first step but the graphics 
need to be improved upon, the control scheme 
needs to be tightened up, and little things like 
the character creation system and the mission 
types need to be expanded upon. 

I'm willing to bet, though, that EA willtake the 
series and make it better the next time around, 
especially since they have a good foundation in 
place. Just keep your fingers crossed that they 
don’t pump one out every year like Madden— 
this will seriously slow down the progression of 
gameplay improvements.—Tae K. Kim 
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PROS: Hyper-realistic skateboarding experience; 
cool online features 


CONS: Control scheme takes getting used to; 
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Fire-breathing eyeballs are strangely prone to Bible-paper cuts. 





CASTLEVANIA: 
THE DRACULA X CHRONICLES 


Like that rash you Ree HD, at Seee Bey camp last year that just won't go even: Dracula's back was 


.S. gamers are used to getting the short 
end of the stick by now. There are so many 

amazing games that never leave Japan 
that we can’t help but be a little sad. But at least 
we can take the Castlevania series off our list, now 
that Konami has finally released what many con- 
sider to be the best Castlevania title ever produced 
onto our shores: Dracula X: Rondo of Blood. 


WHAT’s OLD Is NEW AGAIN 

Dubbed Castlevania: The Dracula X Chronicles for 
the U.S. market, the game follows vampire hunter 
Richter Belmontas he fights his way through Drac- 
ula’s castle to a final showdown with the dark lord 
himself. Amazingly, Chronicles retains all the awe- 
some gameplay of the original Rondo, but comes 
in aslick new package that brings the title up to to- 
day’s standards. Konami was meticulous in their 
approach and improved almost every aspect of 
the game, from subtle touches like improved light- 
ing and a revamped soundtrack, to the awesome 
3D cut scenes and beautiful backgrounds. 

Much like its predecessors, Chronicles is 
all about exploration. The castle holds multiple 
paths, secret routes and hidden items for you to 
discover and half the fun is in investigating every 
single nook and cranny. The replay value is high as 
a result, especially when you consider the inclu- 
sion of additional playable characters. 


SYMPHONY F FOR THE SENSES 


Yap 
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EDITORS’ CHOICE! 


Did | mention that as a reward for beating 
the game, you get the PlayStation classic, 
Symphony of the Night? Considering a lot of 
hardcore Castlevania fans would pay full price for 
that title alone, it’s nice to get it thrown in for free. 
You can also unlock the original 1993 PC Engine 
Super CD-ROM version of Dracula X: Rondo of 
Blood, but the re-worked Chronicles is definitely 
the better version to play. 

So the question remains: does Chronicles have 
any flaws? Yes, absolutely it does, but they’re so 
minor that they can’t dent the game’s greatness. 
If you've played any of the classic titles, you'll 
know that Castlevania games are generally pretty 
damn tough, and The Dracula X Chronicles is no 
exception. There’s potential for frustration in 
some of the tougher areas. Another thing is while 
the voice acting during the cut scenes is a nice 
addition, it often veers into Symphony of the 
Night cheese-ball dialogue land, and becomes 
annoying pretty quickly. 

But these tiny little faults can’t take away from 
the overall experience. Chronicles is a game that 
all Castlevania freaks must play and the inclusion 
of the amazing Symphony of the Night and feared- 
lost Rondo of Blood is just the cherry on top. If you 
own a PSP, there is no excuse for you to not own 
this title. —Andy Burt 





PROS: 
tons of extras and loads of rOplyanl 


CONS: High difficulty may turn off some gamers; 
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JACKASS: THE GAME 


psp [ESR 


& Developer: Sidhe Interactive 
@ Publisher: Red Mile Entertainment 








hy someone in their right mind deemed 
it necessary to give Jackass its own 
game is a mystery to me. Don’t get me 


wrong, the show and movies are funny as hell, but 
it would seem a doomed effort to try and trans- 
late the brilliant physical comedy into an interac- 
tive game. Sadly, | was proven right: Jackass: The 
Game is a title that does almost everything wrong. 

In Story Mode, you sit down in the direc- 
tor’s chair and order the Jackass crew around as 
they perform their zany stunts. You have to meet 
goals—get X amount of injury damage, knock over 
X amount of trash cans—in order to complete the 
stunt and move onto the next one. Unfortunately, 
the stunts which are normally hilarious and cringe 
worthy on the show come off as dull and uninter- 
esting in the game. 

This is exacerbated by the poor controls which 
will leave you screaming with frustration. Another 
problem with Jackass: The Game is the load times. 
Mini-game titles are supposed to load up quick 
and provide fun little diversions but you have to 
wait for what seems an eternity before each level 
is loaded, leaving plenty of time for the dread to 
settle in. And while the graphics aren’t half bad, 
the character models are revolting. 

Jackass: The Game isn’t completely devoid of 
fun, though. The voice-over work by the Jackass 
crew is nice, and as awful as most of the games 
are, you still can’t help laughing every once in a 
while. Ultimately, the game is just a flat and unin- 
teresting take on the otherwise awesome Jackass 
franchise.—Andy Burt 





FUN FACTOR 


2.00 


OUT OF 5.00 1] ke 
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PROS: Hearing your favorite Jackasses is enter- 
taining; some of the games are fun. 
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MySIM 








# Developer: EA Redwood Shores 


@ Publisher: EA Games 


n interesting take on the mega-popular 
Aes formula, MySims is fun but it ulti- 
mately falls short. As a lifelong Sims fan, | 

hate to say this but Animal Crossing did it first. 
You start off in a village that was once thriving, 
but is now a ghost town that’s in need of rebuild- 
ing. That’s where you come in: You have to slowly 
rehabilitate this sleepy village and return it to its 
former glory. How do you accomplish this task? By 
collecting Essence, a substance that has six themes: 
cute, geeky, studious, spooky, tasty, and fun. You 
can get Essence by doing tasks like picking up ap- 
ples, fishing, and helping other people. 


am iy 


You take the Essence that you collect and use 
itto paint the objects you create in your workshop. 
This is important because you have to match each 
object’s essence up to the personality of the per- 
son you are building it for. A cute personality re- 
quires a cute object, a geeky person requires a 
geeky one, and so forth. Use the wrong Essence 
and you risk failing that objective. 

The game has its moments of fun, but it can be 
highly frustrating due to some quirks in the control 
scheme. Building items in the workshop is espe- 
cially aggravating—you use the Nunchuk to ro- 
tate and zoom into your item, and the Wii Remote 
to pick up and place blocks. This sounds easy on 
paper, but considering the fact that some objects 
require you to piece together 60 plus pieces, it 
quickly becomes a chore. 

The task system can also become tiresome 
after a while, especially when you're spending 
all of your time making furniture for other peo- 
ple instead of focusing on your own. Collecting 
Essence is also a repetitive and tiresome job that 
feels pointless after a while. 

Casual gamers might be able to overlook 
these faults but longtime Sims fans shouldn't 
let the brand name fool them into investing in it. 
—Chenda Ngak 


FUN FACTOR 


2.50 


OUT OF 5.00 


PROS: Fun enough for casual gamers; characters 
are adorable. 


CONS: Too simple for hardcore Sims fans; the 
orev anime) i-w-In-M ela. avmelelalaremoleli vem atele(-m 





GAMEPRO.COM 





TouCcH DETECTIVE 2 1/2 


a Developer: BeeWorks 
& Publisher: Atlus 


ackenzie, the quirky little star of Touch 
M Detective is back to solve more cases, 

only this time she’s a full-fledged mem- 
ber of the Great Detective Society. This curiously 
named sequel is basically the same game as the 
first—Mackenzie still lives in her house with her 
butler, Cromwell, and Funghi, the sidekick of who- 
knows-what species. The spaced-out Penelope 
shows up with a problem and Chloe isn’t far be- 
hind, ready to stick her Super Sleuthing nose into 
everyone's business. 

The game also plays and controls similarly, so 
if you played the first title, navigating this one will 
be second nature. Youcontrol everything using the 
stylus and the touch screen—no buttons required. 
And you still take on some zany cases whose set- 
ups are even stranger than those in the first game. 
What do noodles have to do with dimensional 
faults? Why do Seabottom Dwellers live in the 
mountains? And who is The Cornstalker? 

| give developer BeeWorks credit for also ex- 
panding the game’s environments. The core 
areas—your office, the shopping center, the con- 
dos—are all still there but they all have some dif- 
ferences, like the new antique shop downtown. | 
also dug the level settings, such as the archeolog- 
ical dig site and the haunted mansion—the game 
even has one level set on a train, which is about as 
classic as you can get. 

Aside from that, Touch Detective 2 1% is just 
more of the same, so your enjoyment will depend 
on what you thought of the first. If you liked the 
quirky art style, strange mysteries and wacky mu- 
sic, then you should definitely pick this one up. If 
the first title didn’t thrill you, then pass it on by. 
| for one enjoyed solving cases with Macken- 
zie again, especially considering the game’s low 
price.—Emily Balistrieri 
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PROS: Same wacky humor and gameplay of 
idakome) diel lari m 


110] \\ iH fat of go} or-1 0] hance) ala molar-Tavel-m cele mi natiale mpi 
NWielemmelrolam alii <-minl-milgimelal-n 











FINAL FANTASY TACTICS: 











THE WAR OF THE LIONS 


ith a brand new translation, improved 
graphics, beautiful cut-scenes, an ex- 
panded job system, and multiplayer 


modes, War of the Lions is a remake that is defi- 
nitely worth the full retail price. 

The story in War of the Lions remains the 
same as in the original version of Final Fantasy 
Tactics, but the key difference is that you can ac- 
tually understand what is going on. A war breaks 
out between the Black Lion, Duke Goltanna, 
and the White Lion, Duke Larg over succession 
rights to the throne and the player is thrust the 
mix as Ramza, a young cadet of the Royal Mili- 
tary Akademy (and no, that’s not a misspelling 
on our part—as good as the translation is, it has 
its weird quirks). 


Right away you'll be struck by how great the 
CG scenes look. The style is reminiscent of colored 
pencil sketches and it’s tremendously pleasing vi- 
sually. Unfortunately, the same can’t be said for the 
in-game graphics; they’re decent enough, but | no- 
ticed some slowdown during gameplay. It is, how- 
ever, an improvement over the original game where 
even entering the equipment menu would result in 
a noticeable hitch. 

Character progression in War of the Lions is 
still focused on the job classes, and the remake 
has two new ones to shoot for. The Onion Knight 
survives on the most basic attack moves, but he’s 
built to last with tons of hit points and defense. 
The Dark Knight relies on an arsenal of twisted 
sword moves, including a strike that will steal 
away enemy hit points. 

The new multiplayer modes also shine. Melee 
mode, with its special additions like timed knock- 
back moves and trap laying, is fun and can be 
used as an alternative to grinding random battles 


to level your characters. The same holds true with 
the co-op Rendezvous missions. 

Whether you've played the heck out of War 
of the Lions, or are just being introduced to the 
game, the PSP edition delivers hours of porta- 
ble strategy and experimentation. A decade af- 
ter the original's release, Final Fantasy Tactics: 
The War of the Lions is a faithful improvement on 
what is still one of the best tactical RPGs around. 
—Emily Balistrieri 
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amazing game. 
CONS: In-game graphics won't blow your mind; 
minor slowdown still persists. 
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WE SPEAK G33K 


Geeks transform into Alpha-Geeks 
by becoming fluent in: 


LEARN: 
DIGITAL ANIMATION 
DIGITAL ART AND DESIGN 


GAME PROGRAMMING 
NETWORK ENGINEERING 


DIGITAL VIDEO NETWORK SECURITY 
GAME DESIGN SOFTWARE ENGINEERING 
ARTIFICIAL LIFE PROGRAMMING WEB ARCHITECTURE 
COMPUTER FORENSICS ROBOTICS 
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deathcheckedin Travis Moses 


It’s ALL ABOUT 
THE BENJAMINS 


Q: Do you think that the PS3 exclusives go- 
ing multiplatform will bring Sony fans to the 
[Xbox] 360 or that they will remain loyal to 
Sony?—Deathcheckedin 


Travis Moses says: The fact that the PS3 is los- 
ing exclusive titles to the Xbox 360 does not | 
necessarily mean that loyal Sony fans will go 
buy an Xbox 360. It just means that owners 
of either console have more triple-A games 
to play. It’s actually a wise decision from a 
third-party publisher standpoint, because 
more gamers are going to have access to their 
games. | think Sony should be more worried 
about the fact that, yes, they are losing exclu- 
sives, but more importantly the price of the 
PS3 remains too high. Let’s say | didn’t own 
an Xbox 360 or a PS3, but | really want to get 
GTA IV, which will come out for both consoles 
in October. I'm going to buy the Xbox 360 be- 
cause it’s cheaper, and I'll get the same game. 


WILL Wii HUNT MEN? 

Q: Do you think Rockstar and Take Two are 
ever going to release Manhunt 2 on the Wii? 
And why is it such a big issue with the Wii's 
version?—titomister10 


Tae K. Kim says: Shortly before we went to press, 
Rockstar submitted a modified Manhunt 2 that re- 
ceived an M rating from the ESRB, so the title is now 
on track to be released on Halloween of this year. 
As for your question about why the Wii version is 
so controversial, it’s most likely because the Wii Re- 
mote lets you act out some of the kill moves, which 
is probably raising a lot of flags. Also, the Wii has a 
family friendly vibe to it, and perhaps the fear is that 
such a violent game isn't appropriate for that con- 
sole’s audience. On that note, you're old enough to 
play M rated games, right? Because if the first Man- 
hunt was any indication, Manhunt 2 is a title that no 
child should be exposed to, 


Say HALO To My LITTLE FRIEND 
Q: Do you think they will ever make a Halo game 
for the DS? | have one, and | love Halo,—Kubie 


Tae K. Kim says: The answer to your question, is a 
big fat “No!” There will never be a Halo game for 
the Nintendo DS. There will also never be a Halo 
game for the Nintendo Wii, the Sony PSP, the Sony 
PlayStation 3, or any other console that is manufac- 
tured by someone other than Microsoft. That's be- 
cause Microsoft owns Bungie, the creators of Halo, 
and would never in a million years let their most 
valuable franchise jump ship to another console. 
This would be like the L.A. Lakers letting a rival team 
“borrow” Kobe Bryant for a season. You're going to 
have to get your Halo fix just like the rest of us, on the 
Xbox 360 or PC. Besides—a DS version of Halo? 


“Chrono Cross: It was great! | 


give it a nine out of 10, but the | 


last boss was a pushover.” 


Wesker00 
Status: Ninja 


On the last game you beat 
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THE ESSENTIAL XBOX 360 


GAME LIBRARY 

Q: I'm thinking about getting an Xbox 360. What 
games would you say are a must-have for my 
first?—Reaper64 


Travis Moses says: Here are the games that | would 
recommend. If you're 18 or older you can’t pass up 
Gears of War, Rainbow Six Vegas, The Darkness, 
or Elder Scrolls lV: Oblivion. If you’re a younger 
gamer make sure you grab Geometry Wars (Live 
Arcade), Tony Hawk’s Project 8, Madden NFL, Forza 
Motorsport 2, or Fight Night Round 3. 


GIVE A MUTANT SOME LOVE 

Q: Can | ever expect to play a new and improved 
Mutant League Football from EA? I've been wait- 
ing since 1993 for a new one.—mls3bucsreign 


Wes Nihei says: We've all been waiting since 1993 
for a revamped Mutant League Football. This is one 
of the standard questions we float by Electronic Arts 
and EA Tiburon all the time, but though there are 
plenty of fans at EA who profess Mutant love the 
company isn’t biting. The concept of crazy football 
starring teams of monsters is probably not broad 
enough to justify development for Xbox 360 or PS3, 
but an updated version would kick ass as an Xbox 
Live Arcade offering or a game for the Wii. For now 
we will have be content with playing the original Mu- 
tant League Football on the PSP as part of the EA 
Replay game pack. Let's hear it for Mutant League 
Hockey, too! 


WE JUST 
TOUCHED 





Want more Ask the Pros 
Giley screens and news online? 
Text PROS to 59479 








Overheard on the 
GamePro.com message boards... 


“My cat has one tooth like 
a Saber Tooth Tiger. His 
tongue got stuck on it.” 


munsoned On the new Cat World Order 


Status: End Boss 





























































On The Legend of Zelda: Twilight Princess: “Seriously, | thought Zelda 


Results as of August 8, 2007 


Did your Xbox 360 get the red ring of death? 


30.9% 
30.1% 


was a little nerdy kiddy game. Man | was wrong! This changes my per- 


ception of the Wii, and all Nintendo games.” 






GAMEPRO CHALLENGE 


This month we asked you to combine two 
of your favorite games to come up with a 
totally new concept, and the results were 
dizzying to say the least. 


| Every month, hundreds of readers 
| take the GamePro Challenge. Find it at 


www.gamepro.com/com 
munity. This month's win- 
ners receive The Monster 


| Squad 20th Anniversary 


| DVD. Sweet! 


v WINNER 


Elder Scrolls lV: Oblivion + Michael Jackson's Moonwalker = Elder Scrolls: Moonwalker. 
The explanation of why there are no children in Tamriel. 


Nintendogs + Halo = Halo: Secret of the Master Chief. RoadHeadSelf 
Find out what the Master Chief does after the battle. Status: Ninja 


Metal Gear Solid 4 + Halo 3 = Metal Gear Halo 7 
Who cares what it’s like, it’s going to sell millions. 


Halo + World of Warcraft = Halo: Combat De-volved 


The Covenant shall be destroyed by an 
UBER L33T level 70 Night-elf druid. 


Manhunt + High School Musical = High School Musical: The Hunt billyb77 


To hell with Zac Efron (a.k.a. Troy Bolton). LOL! 


God of War + Halo = God of Halo 
Kratos says, “What's a g-un?” 


On the Gamer Poet Society 





ot picks as decided by 
Gamepro.com 






Daywalker2K3 
Status: End Boss 


Fatkidondablock 
Status: Ninja 


KingOfTwilight 
Status: Ninja 


Status: Hero 





mustafarmaster 
Status: Ninja sto ii 


On gamer gripes 
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You write, we respond. 
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GIRLS GOT GAME 

The biggest problem with games today is that 
women have been stereotyped as big-breasted 
bimbos. | love games, and I’m a veteran gamer. 
Women rarely play a strong role in games. Id like to 
see more games with a strong woman role model 
such as Yuna or Ashe of Final Fantasy. Tone down 
the stereotypes and show women as smart, beauti- 
ful, and confident people. We have game, too. 
Sophia Santos—Haleyville, Alabamat 





GAMECUBE GONE 

It seems like only yesterday that you got your 
brand-spanking new GameCube, you were too 
cool for school and you had a lot of friends. Now 
people spit on you if that’s what you've got. Sony 
and Microsoft have kept their last-gen systems 
going strong. Nintendo on the other hand has 
made its last system an extinct species. Every- 
one’s stopped making GameCube games, and 
even Nintendo World itself (in New York) doesn’t 
contain a single GameCube. One day the Wii may 
suffer like that. I’m concerned Nintendo will end 
up like Sega. They had better shape up soon! 
Philip Negren—Brooklyn, New York 


GUITAR HERo II XBox 360 BUNDLE 


The Letter of the Month winner will 
receive the Guitar Hero II bundle for 
the Xbox 360. Rock on! 





I'm tired of hearing complaints about the Wii. | 
own one simply because it fulfills my gaming re- 
quirements: 1) The games should be entertaining 
and enjoyable; 2) The games should last a de- 
cent amount of time; 3) The games and hardware 
should be affordable. That’s why | bought a Wii. | 
don’t plan on spending $400-$600 on a console 
just for fancy crap like a large hard drive or online 
features that | don’t even plan to use. 

Clark Pfifer—Franklin, Indiana 
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| just bought a Wii, and now I’m sort of regretting 
it. ls it just me or are there not very many good 
games for it? | like how it’s motion-sensored, but 
that’s about all. I'm beginning to think | wasted my 
money. Will any good games be coming out soon? 
Matt Evans—Abilene, Texas 


Wes Nihei responds: There are good Wii games 
available now depending on your gaming tastes. 
Metroid Prime 3, The Bigs, Mario Strikers Charged, 
Rayman Raving Rabbids, The Legend of Zelda: Twi- 
light Princess, and Madden NFL 08 are out there now. 
Super Mario Galaxy, Super Smash Bros. Brawl, and 
Mario Kart are on their way. Your glass sounds half 
empty when it could be half full. 








The most talked about or highly contested games 
for any console are always the shooters. Microsoft 
has Halo 3 and Sony has Killzone 2, but | was won- 
dering if Nintendo entered this competition would 
they win? Yes, you can say they don’t need to, or 
you can say that Nintendo has Metroid Prime...but 
that really isn’t the same, is it? 

Adam Hitchens—Via Internet 


How is the winner of the console war decided? As 
far as | can tell, everyone seems to go by number 
of units sold, which is totally wrong (how many 
people have heard this: “Daddy, can | get a Wii? 
Pleeeeaase?”). If you ask me, there should be cat- 
egories scored at the end of the console war, with 
the end defined as the release of the next gener- 
ation of consoles—for online features, games li- 
brary, controllers, etc. 

Sean Deakin—Via Internet 


Todd Melick responds: One sure fire way to see 
how the console war is faring is to take a glance 
at this page. The majority of the letters we receive 
each month revolve around the Wii, and for better 
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Dream Job: Conqueror of Galaxies (or accountant) 


or worse that system's commanding attention from 
gamers. But if there’s one thing those countless 
hours of playing Pokemon has taught me, it’s to not 
count my Pokéballs before they hatch. Keep check- 
ing The Hub to gauge who's in the lead. 





Wow! | never knew you guys drew your covers. 
But | noticed that on the September issue, Altair 
from Assassin's Creed only has three fingers and 
a thumb. I’m pretty sure he has four fingers. This 
is not hate mail towards your artist. | just thought 
| should let you guys know. 

Taimoor Chatha (paki123)—Arlington, Virginia 


Todd Melick responds: Good eye, Taimoor! But ac- 
tually, Atair has three fingers on his left hand. When 
one is accepted into the assassins guild, he must 
sacrifice his ring finger in order to be outfitted with 
the lethal hidden blade. That is so it can be more 
quickly deployed from the hidden sleeve sheath and 
thrust with a clenched fist with deadly force. Check it 
out at assassinscreed.com. 















All art becomes the proporty of GamePro magazine, 
Sorry, we cannot return artwork, We will accopt color 
photocopies or digital scans. 


At this past summer's E3 gamers got a glimpse of 
the near future of the next-gen systems. As a Wii 
owner I've found it disheartening that Nintendo 
isn't coming out with something brand spankin’ 
new for us long-time fans. Now I’m looking to 
buy the PS3 or the Xbox 360. I’ve done a lot of re- 
search to help me decide which system best suits 
my needs and while | did find some useful infor- 
mation from articles, | barely got anything out of 
the forums. It seems that most of the forums are 
clogged with gamers bashing each other's sys- 
tems. For all of you fan boys out there, try out the 
systems before you make your comments. Like 
they say, knowledge is power. 

Ray Ng—Via Internet 


What the “bleep” is wrong with you, GamePro? 
In Issue #227 (August 2007) you published an id- 
iotic letter that commented on the creativity in 
American gaming. | read that letter twice...in two 
of your competitors. For your penance, you need 
to: A) Put this debacle in OopsPro, B) Publish this 
letter, C) Make mine the letter of the month, and 
D) Offer me a job screening all your letters so that 
this doesn’t happen again; E) Just send me a 360, 
a PS3, or a Wii and we'll call it even. 

Paul Jace—Bel Air, MD 


Wes Nihei responds: A) No; B) Okay; C) No, other 
mags might have already published it; D) “bleep” 
back at ya; E) Would have considered it if you were 
nicer. 
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